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FREE* 

SE E STORE O R 
6 At lis EQA AT 
1 - 8 0 0 - SEE-SATURN 
FQÏR MAIL-IN COUPON. 
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First l’d like to say what an honor it is to bring you the US exclusive 
on Konami s new Castlevania for the Playstation. We’ve perhaps never 
chased down a game so vigorously as this, and I am forever in Konami US 
and Japan’s debt for making it happen. I’d love to divulge the US title of 
said 2D masterpiece but cannot as the decision, though down to two 
possibles, has not been reached. 

We’ve had a tough run of it this month, assembling the publication 
amongst the hammering thunder of construction as we expand the 
GameFan offices making room for our growing book division and MegaFan. 
So the arrival of Castlevania along with an issue of predominately good 
software was indeed weicome. 

It’s great to see the continuation of gaming legacies and from the looks 
of things, that evolution is not about to change. Not only are sequels to 
the games we’ve cherished for years, like MegaMan, Castlevania, Street 
Fighter, Star Wars, Contra, and Final Fantasy, abundant, but new games as well 
are gathering new and old users alike and spawning sequels at a record 
pace. Off the top of my head, Resident Evil, Tomb Raider, Gex, Crash, and 
Nights all have sequels in the works. 

Not unlike the movie business, our industry is sequel driven. It makes 
sense. If something works and there’s room for improvement and/or 
enhancement, while remaining true to the original formula, gamers, like 
movie-goers, will will be a part of it. It’s when a sequel is made for money’s 
saké that things tend to get a tad ugly. There’s nothing worse than that sink- 
ing feeling when you’ve built up excitement for a product due to what it’s 
based on and then unwrap it to find a worthless scrap of bad game theatre. 

It all boils down to the corporate/marketing side allowing the Creative 
side the freedom and trust necessary to produce gold. When the two mix 
the end result is usually tragic, but working in tandem, each staying on his/her 
side of the fence, things usually turn out better all the way around. Let’s 
hope we enjoy the latter, as things progress throughout the reign of 32/64 
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ACTUALLY, 

Forget today's big ego&and endorsements. In the future, athletes will be 
fighting over just one thing: this bright, glowing Plasmorb. Introducing 

TM 

BallBlazer Champions. 

A futuristic sports game 
created for the Sony 
Playstation that's 
part hockey, part 
racing, and part 
insanity. It's an 
action-packed, 
real-time 3D 


Eight champions fiercely 
compete for the Interstellar 
BallBlazer Championship. 


Mega-huge arenas give you 
plenty of room to maneuver. And 
show off your winning moves. 


Glide along in your Rotofoil 
as you battle for control of the 
elusive, glowing Plasmorb. 


gaming experience 
like no other. 

Have a ball 
if you can. 

Players compete 
for the Plasmorb. 

Which is sort of like a 
ball. Exceptthat it totally 
disregards the laws of gravity. 

You can't kick it, dunk it, or catch it. 
So how do you control it? Jump into 


1997 LucasArts Entertainment Company. All Rights Reserved. BallBlazer is a trademark oi LucasArts Entertainment Company. The LucasArts logo is a registered trademark of Lucasfilm Ltd„ used under authorization. 
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Introducing The All-New MechWarrior®2 
Arcade Combat Edition. 



Rebuilt from the ground ur 

MechWarrior® 2 is coming. Featuring true 3-D 
simulator styling, yet customized for the console. 
It's the first combat simulator totally redesigned 
to bring you ultra-fast shooter-style gameplay. 
From #1 in its class — to #1 at hauling chassis, 
its groundbreaking design leaves PC ports behind. 
No wonder the all-new Arcade Combat Edition of 
MechWarrior® 2 is turning heads — into shrapnel. 


A C T I V I S I □ N PRESENTS 



31 ST CENTURY CD M BAT 


Arrivés March 28th 





This official seal is your assurance that this product mtets the highest 
quality standards of Sega™. Buy games and accessories with this seal 
to be sure that they are compatible with the Sega Saturn™ System. 





including Stealth and Invincibility! 


lethal missiles and ’Mecbs®! 


and stunning 3-D texture-mapping! 


Activision is a registered tradcmark of Activision, Ine. © 1995 - 1997 Activision, Ine. MechWarrior, BattleTech, BanleMcch and ’Mech are rcgistcrcd trademarks of FASA CORPORATION. © 1995 - 1997 FASA CORPORATION. PlaySiation and 
the PlayStation logos are trademarks of Sony Computer Entertainment Ine Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All other trademarks and trade names are the properties of their rcspective owners. All nghts reserved. 

www.activision.com 






















1 . Rallycross 

2. Black Dawn 

3. Turok - N64 

4. CoolBoarders 

5. Jet Moto -PS 


PS 


6 . RayStorm - PS 

7. Philosoma - PS 

8 . Hermie Hopperhead 

9. Metal Slug - Saturn 

10. Dynamite Headdy - Genesis 

6 . Doom 64 - N64 

7. SFA 2-PS 

8 . Parappa the Rapper - PS 

9. SoulBlade - PS 

10. ChoroQ- PS 


1. Sfreef Fighter III - Arcade 

2. Final Fantasy VII- PS 

3. Castlevania X - PS 

4. Mario Kart 64 - N64 

5. Elevator Action Returns - Saturn 

1. Streef Fighter 3 - Arcade 

2. Super Mario Kart 64 - N64 

3. Street Fighter Turbo- SNES 

4. Final Fantasy VII - PS 

5. SoulBlade - PS 


Ek 1 . Final Fantasy VII - PS 


6 . Puzzle Fighter II - Saturn 

1. Vandal Hearts - PS 

2 . Castlevania X - PS 
l4| 3. Virtual On - Saturn 


7. Turok - N64 

2 . RayStorm - PS 

i .jM 

8 . Mario Kart 64 - Nintendo 64 

3. Castlevania X - PS ; 

4. SFA 2 - Saturn 


9. RayStorm - PS 

4. Assault Suit Leynos 2 - Saturn Iffiprfn 

0 5. Suikoden - PS 


10. Soukyugurentai - Saturn 

5. Soukyugurentai- Saturn 


6 . Assault Suit Leynos 2 - Saturn 

7. GTI Club - Saturn 

8 . Tetris Jr. - Keychain 

9. Turok- N64 

10. Target Earth - Genesis 

6 . Ray Storm - PS 

7. Shadows of the Empire 

8 . Doom 64 - N64 

9. Turok: Dinosaur Hunter - N64 

10. Street Fighter Alpha 2 - PS 


N64 


6 . DarkRift- N64 

7. Strider- Genesis 

8 . World Wide Soccer ’97- Saturn 
I 9. Wonderboy 3 - SMS 

10. Chaotix - 32X 


ÜBVSLOPSFI'S 

TOPTEN 

This Month's Guest: 

STANLEY LIU 
PRESIDENT/CEO, KROMS 
DIGITAL ENTER fAINMENT 


1. Turok- N64 

2. Mario Kart 64 - N64 

3. Twisted Metal 2 - PS 

4. SoulBlade - PS 

5. Final Fantasy VII - PS 


6. Star Gladiator - PS 

7. Tekken 3 - Arcade 

8. Tekken2 -PS 

9. Suikoden - PS 

10. Bushido Blade - PS 


WIN TH GWNE SYSTEM IF YSM CIUCE1 ENTER TOMY! I CuiriUUUuf 


All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren’t out yet 
on a piece of paper or a postcard then send them to: GAMEFAN TOP TEN, 5137 Clareton Dr. f Suite 210 Agoura Hills, CA 91301 

First Prize: Second Prize: Third Prize: 

Your choice of a 32X, Your choice of one of the Picks A FREE year of GameFan! 

VIRTUAL BOY, or NOMAD. of the Month in Viewpoint. The best magazine in the universe! 

Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21 st of each month. The three (3) winners will be notified 
by mail and listed on this page. For a complete list of rules and regulations write: GameFan Top Ten with self addressed & stamped envelope. 



to last month’s winners: 

I First Prize: 

Stephen Hung, Industry, CA 
| Second Prize: 
iDavid Avila, Artesia, CA 
Third Prize: 
iJordan William, Bradfield, TXl 







































• IMow Mega Man the all- 
time favorite video game 
hero blasts onto the racing 
scene in Mega Man Battle 
& Chase! Get ready for 
adrenaline-packed racing 
featuring outrageous 
vehicies and explosive 
weaponry. You must 
master every trick in the 
book; from Mega Busters 


and Ice Slashers to Nitro 
Boosts and Road Mines. 
Challenge a friend to 
intense, split-screen racing 
duels. Show-off your 
pure driving skill as you 
collect power-ups and 
earn special weapons and 
bonuses. With each victory, 
you customize your car 
for improved performance. 


WITH MEGA MAN BE 
RACING HAS NEVER B 


MiCQi 


Playstation 


© CAPCOM CO.. LTD 1996 ©CAPCOM U.S.A.. INC 1996 AH Rights Reserved. CAPCOM is a registered trademark of CAPCOM CO.. LTD. 

Mega Man Battle & Chase is a trade-mark of Capcom Co., Ltd. Playstation and the Playstation logo are trademarks of Sony Computer Entertainment. Ine. 












^ Qnmd (prtef 


@Pfod(f¥fte( 
Free l year 
GameFan 
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<§tcond(prise{ J 

Viewpoint 
jame ofyour 
r choice! i 


' ffirst'priëe! A 

Sega Nomad 
SystemJl 


GXTV is the world’s first video game TV with hyper-amplified sound 
and graphics. Enhance the thrill ot gaming with adjustable speak¬ 
er doors, stereo surround sound and a 15 watt sub woofer. Plus, 
the intense screen graphics will make you teel like your head’s 
right inside the game. GXTV is also a 181-channel, 13” stereo TV 
with two A/V inputs, stereo headphone jack, backlit remote control 
and tilt/swivel stand. So whatcha waitin’tor? Send in those codes 
and maybe you can win one of these GXTVs tor yourself! 


cJf’ö'vef ( Witfi eThy (Controller c ln 
Hancf qJó y\ ( Jand ( Wfiere 
(Jicaters cprosper... 


Waka and Chief Hambleton seek the 
finest cheats, secrets and tips known 
to humanity, and we need them trom 
YOU!! Well look over all the codes 
you send and award a magnificent 
Grand Prize every single month! 
Remember, no cheap codes trom 
previously published US magazines! 
Winners will be drawn each month 
and displayed in the only place 
where cheaters prosper. (Current 
subscribers who win a subscription 
will receive a one-year extension.) 


ftRIS N. TEFAHIS, QUEBEC, CANADA 

FIRST PRIZE WINNER: 

ADAM UNDStEY, ItWACO, WASHINGTON 

SECOND PRIZE WINNER: 

YUNG-SUNG TU, HORT H CHARLESTON, S. CAROtINA 

THIRD PRIZE WINNER: 

jQN STEFFEN, CHANDLER, ARIZONA 


Waka and Chief Hambleton 
Hocus Pocus 

5137 Clareton Dr., Suite 210 
Agoura Hills, CA 91301 


Check us out Online at - http://www.gamefan.com 












With MK64 currently riding 
high in the all-format charts, 
GameFan proudly presents 
Knightmare and Hikaru's min 
Mario Kart 64 strategy guide, 
complete with new shortcuts 
that'll make your competitors 
cringe! Sorry, but due to the 
lack of space we'll include th< 
manv other secrets we've 
found in the next Issue! *( 


KOOPA TROOPA ISLAND 
1‘,'i Although most people already 
O Hs know about the cave short cut 
wb« on * rac k' did you know tha 

■ it is possible to make the jump 
into the cave without using a 
Mushroom item? Simply tap the 
jump button just before you reach the top of 
the ramp and, if you're in the right position, 
you'll enter the cave. Also the item above th 
small mound (which you have to use the larg 
\ ramp to reach) is ALWAYS a spiked shell, 
even if you're in first place. 


MARIO RACEWAY 

Considered to be the true racer's track (just tap L or R at the title 

screen for your fastest time), Mario Raceway contains one of the 

most spectacular shortcuts in the game. As you 

approach the mountain side corner leading down to V 

the giant mushroom U-turn, drive slightly up onto pMj 

the grass and then power down towards the outside - • 

lip of the corner using a Mushroom item (see 

sequence). Hop just as you reach the edge of the lm 

road and, if you've timed it right, you can clear the 

wall, cutting at least seven seconds of your lap time! 

You can land on both sides of the T-junction in the 
wall, although the right hand side saves more time. 


CHOCO MOUNTAIN 

Using the same principle as the Wario Stadium shortcuts, 
slide and head directly into the wall directly below where 
the railings are in 100 and 50cc mode (see sequence). 
Time it right, and even if the railings are there, you will 
Ü ~. — — — still bounce up over the ledge 
(and onto the higher portion of 
^■!|l 1141 the track. The earlier you try 














ROYALRACEWAY 

This shortcut ONLY works in 150CC mode, so it can't be used in 
Time Trial, l'm afraid. As you approach the second speed chevron 
on the large jump, turn left just as you hit the chevron and head 
out left off the jump towards the mountain. You can't make it all 
the way to the road, but if you can manage to land on the moun¬ 
tain side near the road (your character should go POOMP!), you'll 
fall into the water and be placed back on the track near where you 
feil in, instead of back up on the jump! __ 
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CriiögL is out oi control, and the cops have been replaced by 
bounty hunters like you. No courts, no trials... just instant 
retribution. Fire up one oi eight heavilj-armed vehicles 
and buzz through eight zones oi digitized devastation. Use guns 
grenades, rocket launchers, tire treads...whatever it takes. 
Aiter all, .you don’t get paid ior being nice. 


CrimeWave and Eidos Interactive 
are trademarks ot Eidos, 

PLC. © 1996 Eidos. 
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SONY PUYSUIION ENDINSS, SUU (YCIt, SOI HM 

In a previous Hocus Pocus, we mentioned that all of the characters in Soul Edge have 



changeabie endings and to do so, you have to tap all of the buttons rapidly. Well, we 
now have the correct buttons to press for each and every ending. This should make 
things much easier on your hands... Sorry! 



Taki - Press X. 

V o I cl o - Press UP and DOWN on the control pad rapidly. 

IVlitsurucji - Use the control pad to move IVlitsurugi left and right and 
forward. When you get close to Tanegashima, press SQUARE or 
TRIANGLE to deliver the strike. 

Siecjfreid - Press TRIANGLE. 

Sophitia ■ Press RIGHT on the control pad. 

Li Long - Press SQUARE or TRIANGLE repeatedly. 

Rock -Press TRIANGLE. 

Hwang - Press CIRCLE. 

Cervantes - Press TRIANGLE. 

Seung IVlina - Press UP or DOWN repeatedly. 



\ 


To get Soul Edge without beating the game with all of the characters, just leave the 
in-game time clock running (you’ll see it in the OPTIONS screen in the upper-left 
hand side). When it reaches 20 hours, you will automatically receive Soul Edge as 
a playable character! Cheater! 


To play on the Asia and Colosseum stage (which is only available in Edge IVIaster 
Mode), simply set the ring size to 20 meters in the option screen. Now play a 
normal vs. game. It should first start off on Cervantes’ stage, but play a few more 
times, and voila! The echo of the Colosseum awaits thee! 


Is fighting on the same stage getting on your nerves? Memorized all of the tunes 
yet? Have you seen the birds on Seung Mina’s stage more times than you care to 
remember? Ha! Then we’ve got the code for you! When selecting your character, 
press and HOLD, LI and SELECT on the first controller. Continue holding until 
you’ve finished selecting your character and until the match starts. This should 
start a cycling process through the stages (Ack!). 


% MEGUMIX SEGA SATÜRN (IMPORT) PRO ACTION REPLAY CODES 

MASTER CODE: 


Having trouble getting all of the characters in this awe- 
some brawler? It you happen to have a Pro Action replay 
for the Saturn, you’re in luck! Don’t forget to input 
the Master Code! 


PLAYER 1 
INFINITE LIFE: 


F600924 C305 
B600280 0000 


1606556C 01 FF 


VUNDUL UEttim SONY PLAYSTATION (IMPORT) 


Yes! A debug code! Unfortunately, only for those with a 
Pro Action Replay. Hey, can I help it it the majority of my 
mail consists of Mortal Kombat (for the Genesis?), Twisted 
Metal 2 (and some Part 1), and Sonic the Hedgehog or 
Sonic and Knuckles for the Genesis? C’MON PEOPLE! 
GET WITH THE COOL CODES!!! 


PRO ACTION REPLAY CODES 

DEBUG CODE: 


80142434 0000 


ftiï RIGHT PEOPiE! I WftHï SOME UMfO'DAïE CODES' FOIÏ CRYIH’ OUT lOUD, ÏHERE’S ft 
CXTÏ U? FOK GlïftBS! IF YOU GUYS BON’ï STOP SENBING ME THESE ftNCIENT CODES, THEN 
l’M GONNft HftVE TO ftWftRB iOttlftOPS ftS FIKST PKIZE! - WftKft « CHIEF HftMBiETQN 
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Alt Artwork Namco 1994, 1997. 


Check us out Online at - http://www.gamefan.com 
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i$ in your hands. 

bui time 

is running 

out. 


i 

$ 




You’li encounter realisticaliy rendered When deafing with aliehs^u can Highïy detailed mim-movies eKplain 
alierss, scientists, marines, w?arbots, be nasty or you be nice. your misslon, show flashbacks or 

mutants, hybrids, and computers. Ifs your fcfieral. whafs happening on other levels. 



Move wherever you want, 
whenever you want. Get advice, 
ask questions. Or just walk away. 



Konami® presents Broken Helix™. Brought to you in incredible Real Time 4-D. Where there’s no right way - or wrong 
way to accomplish your mission. You’ve got to ask questions first and shoot later. Or you just might end up 
whacking the only guy with the information you need to get out alive. But don’t take too long, or you’ll end up 
becoming alien luncheon meat. Broken Helix stars Bruce Campbell as Jake Button, the marine commando explosives 
expert assigned to find out why scientists are threatening to blow up Area 51, (yes, that Area 51) and to stop the 
mutated aliens from escaping. Either by curing them, or by destroying them. Or you 

might choose another scenario, that has you turn into an alien - human hybrid. Or fgl # Ti j ’ffl fji ff 
perhaps you feel like being an evil scientist this time around. The choice-and the ƒ fjj / t k j li" 

outcome, is totally up to you. So enter the world of Broken Helix, where the only fTTSu i ( 

sure thing is that there are no sure things. 


www.konami.com 



Broken HeSfe is a tfademsrk of Konami Co., Ltd. Konami 0 is a registered trademark of Konami Co., Ltd. Playstation and the 
F!ayStatfoti3ogö$ are trademarks of Sony Computer Entertainment Ine. ©1997 Konami of America, Ine. AU rights reserved. 



















Q4f/0R(LËaS 

ï/imS 


Playstation 









Legend 

Graphics 

Control 

Play mechanics 

Music 

Ori ginality 


E. STORM REUBUS KNIGHTMRE SHIDOSHI ENQUIRER GLITCH SUBSTANCED CHIEF 

HAMBLETON 


In an age where originality is a Rare 
thing indeed, Blast Corps comes as 
a breath of fresh air. It has its prob- 
lems (namely some 
dodgy control on some of the vehi- 
cles) but its unique premise, 
impressive aesthetics and strong game 
shine through. It’s not going to be everyone’s cup 
of tea, but tor the more adventurous N64 owner, 
Blast Corps is going to provide weeks of involving 
gameplay. it certainly adds some much needed 
diversity to the N64’s, er, ‘library’ of games. 


It’s not the execution, but concept 
behind Blast Corps that has me a bit 
weary. I’m just not sure how much fun 
it is guiding vehicles trom point A to 
point B, crushing everything in your 
path and occasionally butt-bouncing 
buildings as a huge Power Ranger-Uke 
dude. Since NOA only gave us a day with the 
hard to say just how engulfing BC is over the long haul. 
But being that this is RARE, whom ril always hold in 
high regard due to Battletoads, I must give them the 
benefit of the doubt and swing my score a little higher 
than l m prone to. Knightmare played it the longest 
and he’s in love. (Then again, he’s a madman!) 

:@UPk ÉL 'm’É; 

© © © © © 


Apart from Mario, Blast Corps is per- 
haps the most original use of N64 3D 
l’ve yet seen. The concept of maneu- 
vering all forms of machinery through 
countless environments, your sole 
mission to clear the way tor a carrier 
truck, is cool and refreshing. But the 
game isn’t just about blasting through obstacles; puz- 
zle-type missions require meticulous precision, care- 
ful judgement, and efficiënt planning. The graphics 
are great (more neato N64 fx at 30 fps), and the 
soundtrack is one of the best so far on the system. 
The cont rol, s adl y, is a lit tle aw kward. 



SENTIENT 

PLAYSTATION 

PSYGNOSIS 

RPG 



What a strange, strange game. 

The bizarre speech system 
Psygnosis has implemented is 
excellent. With it you can form 
semi-complex phrases—actually 
talk to characters—making it the 
most original feature in any adven- 
ture game l’ve seen. The sci-fi settings and var- 
ied storylines are gripping and atmospheric, 
though the environments could stand a dose of 
variety. Although it is a good quest, and l’m 
happy to be playing something this revolution- 
ary, a sequel might perfect the concept. 





MECHWARRIOR 2 
PLAYSTATION 

ACTIVISION 

MECH 




RALLY CROSS 
PLAYSTATION 
SONY 
RACING 


And I thought VMXhaü a learning 
curve. Yipes! You gotta spend 
some quality time tweaking your 
equilibrium to stay on course in 
Rally Cross. Once you do, howev- 
er (and after you see the visuals, 
you will), prepare yourself for one fine piece of 
software. The physics are unbelievable, the 
graphics are seeping with goodness, and 
there’s plenty of depth. Additionally, multiple 
cameras are on board along with some impres¬ 
sive lighting, as only the PS can deliver. 




In porting MW2 over to 
Activision has re-jigged tt 
formula to cater to the 
market. However, the new 
isn’t entirely successful. 
neither feels like a sim or 
’em-up. It’s still a cool ga... c , UU i 
PS owners weaned on fast-paced 3D shooters 
may find the pace a tad sedate for their liking, 
while hardcore sim fanatics won’t find enough 
depth to get their teeth into. Still, if your taste 
sits somewhere in between, you’re going to love 
it. The best of its kind on the PS. 
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The smash PC title makes its way 
to the Playstation, albeit in a 
simplified form. Only natural, 
considering you’re going from a 
keyboard to a pad. Some of the 
strategy of the PC version has 
been excised, which is sort of the point of the 
PS translation. The emphasis here is on 
action. Still, I can’t shake the feeling that a 
title like this is best left on the PC, where you 
can play a networked game. 



We’ve had a number of off-road rally 


type games come through the offices 

. IPS # 

lately, but nothing else comes even 


close to the splendor that is Rally 

Cross. Although it's quite tough to 
master the control (and beating Suïcide 
Mode is incredibly hard), it’s only 


Ir'"* 1 


because it’s a bit more complex than the dime-a-dozen 
Ridge or Daytona racing games. Plus you’ve got 
amazing graphics, sound effects that are absolutely 
second to none, and opponents that just want to run 
you off the track (literally). It all adds up to the most 
four-wheelin’ fun you can have in your own living 
room. Rally Cross is right up there with Jet Moto\ 
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STRATEGY 



There is a huge hole in the 


American market for a decent 


strategy/RPG and Vandal Hearts 


more than fills the gap. The bat¬ 

Wié 

tles are like some cool table-top 


war game come to life, with col- 

1 . hrJ 


orful, detailed sprites and 3D battlefields. 
Each new fight requires a different strategy 
for success, and no two battles are alike. 
Inventive, challenging, and deeply tactical, 
Vandal Hearts should be at the top of every 
strategy fan’s shopping list. 






1 love this game. l’ve played 

“jAM 

almost every strategy RPG known 

M'r 

to man, and Vandal Hearts is the 


best ever. Every feature, and 1 


mean options, graphics, game- 

{ \ 

p\ay—everything 1 nee d—has 

■ V 


finally been stuffed into one game. The battles 
are too cool, offering sights and sounds that 
never get old, nasty 3D playfields, and the best 
strategy sessions ever. Every time I stop playing, 
I begin to miss the game. Buy Vandal Hearts... 
over 25 hours of pure strategie bliss awaits. 
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This is one of those bizarre 
games that grows on you the 
more you play it. Even though it * 

may not look as amazing as 
Crash or Rage Racer, Tail of the 
Sun features weeks of unique. K, H* i 
surreal gameplay that will keep you both 
engrossed and amused. Artdink are to be 
commended on creating such an original 
title, and I highly recommend it to any and ali 
gamers looking for something a little (actual- 
ly, make that a lot) different. 
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Artdink is a fine purveyor of quality 
(yet ‘off the wall’) releases and this 
is a wild, pure, simple and highly 
addictive addition to any Playstation B 
fan’s collection. One huge polygon 
world. A whole tribe of mutated|£_5il_ 
cavepeople. Mammoths. Falling asleep under 
the stars. You wander. You progress. You find fire 
and religion; And then you fall into the ocean and 
drown. This’ll keep you utterly relaxed for hours on 
end in a supremely atmospheric romp. Sweet and 
brilliant. And next is Parappa the Rapper... 
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Artdink harnesses enough Creative T 
energyto lightthemoon. Tail of the 1 ^ 

Sun is an adventure like no other. \ \p* 

You begin as a lowly, dumb, weak V 
caveman and through the process \ 
of careful livin’ will not only build a l •-> ’ 
tower to the sun but birth an entire people of your 
own design! The game is full of unexpected plea- 
sure as you traverse the outer regions. The land¬ 
scape is littered with color and gorgeous lighting 
and, although simple, the graphics are excellent. 
An altogether engulfing PS experience. 
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TAIL OF THE SUN 
PLAYSTATION 
ARTDINK 
LIFE 


Wed, l’ve got to say, I was hoping for | 

a bit more from this game, but, ad ^ 
things considered, VMX Racing is J 

still far and away the best motocross 
game to date. I don’t mind the touchy H , 
control so much—it’s necessary fo Hn mf' : * 
negotiate the tighter turns. The graphics are quite 
wed done, the tracks diverse, the sound effects ade¬ 
quate, and the music is pretty good, but there’s 
something strange about bouncing off of invisible 
walls. Once you get the control down enough to 
avoid the walls in the first place, it’s quite goodfun. 

Gj n c;, Pn [Mn |pj ; [ftÖ 
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Okay, think about it. One of the 
biggest movies ever, packed with J?,- 
action, popular actors, and incredi- I ".fÊÊm 
ble special effects, is coming home 
to the 32-bit Systems. What would [ ^ 

youexpect? Certainly not this. The 1 ^*- 

possibilities are virtually endless, but this, uh, 
this... Poor control, lack of cohesive direction, for- 
gettable sounds, absolutely no variety in level 
design, and that same damn ship hovering over¬ 
head the entire game. Hmmm... Nothanks. 


Can you imagine driving around a 
pop-up laden off-road track in a 
Jeep? OK, now imagine it with a 
Hummer, a Land Rover, and a 
Chevy truck, and you should haver J 

a pretty good idea what Test Drive:[_ __ 

Off Road is ad about. The two player mode is 
atrocious, simply because you can’t see where 
on earth you’re going. While there is a selec- 
tion of twelve tracks to race through and a 
“cool” soundtrack by Gravity Kills, you will 
most likely not enjoy this tedious off road romp. 

'iGln |Ck Pin IHk IT [Ëïl 


Wed, there’s no doubt about it. 

VMX Racing is the best motocross 
game currently available for the 
PS. It’s also virtually the only 
motocross game available, so, no 
prizes there. I’m not a huge 
motocross fan, and found the game extremely 
difficult to control, but l’ve seen E. Storm tear- 
ing up the tracks like some mad Johnny O, so I 
guess it’s possible to get it down. Besides, 
what other options do motocross fans have? 


You know what? I kinda liked 
Crypt Killer in the arcade. Even 
though it couldn’t hold a candle to 
Virtua Cop 2 or Time Crisis, the 
pump action shotguns were cool, 
and blowing away hordes of 
chunky 2D scaling monsters was real satisfying. 
But at home, with a light gun and a less-than- 
perfect conversion, it just plain sucks dome. PS 
gun fans would do wed to stick with Die Hard 
Trilogy, or better yet, wait for Time Crisis. 



Oh, dear. I can appreciate that 
Fox has tried to do something a 
little different with this movie 
license, but it really hasn’t 
worked. Flying around blasting 
aliens is fun for a while, but the 
game engine is so weak and the action so 
repetitive that it all turns sour sooner than 
you’d like. Plus, you just can’t shake the 
feeling that this is some bad bonus stage in 
some other, better game. Which it isn’t. 

isn, [cl |Pl IHL BI [Rfc] 


Taito rules. They masterminded my 
favorite Saturn 2D shooter (and bar- 
gain bin Champion \) Darius Gaiden, 
and now they dominate the PS with JÏ “i: 

Ray Storm. The graphics are amaz- ( 
ing! Blazing-fast polygonal back- 
grounds, beautiful effects, and 
crisp details run rampant through 7 intense lev- 
els. The gameplay is just as solid: screen-melt- 
ing boss encounters, powerful weapons, dozens 
of targets, 2-player simul., and no slowdown. 
The glory of Zuntata secures the victory. Ray 
Storm is the official god of PS shooters. _ 


Now that l’ve got VMX thoroughly Tl 
dialed, l’m lovln’ it! The control is X 
touchy, but choose the right bike for \ 
your particular style and things Y\: 

calm down quite a bit. The motos \ 

are highly competitive and requirel_ fr ^.1 _ 

near perfection to win, but hey, so does the real 
thing. The visuals are lush, complete with poly- 
gon rooster tails, an excellent representation of 
the sport, the frame rate is high and the music 
rocks. If you’re into fast precision racing, and are 
highly coordinated, VMX is for you! _ 
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Crypt Killer really isn’t so bad. 

The action is always intense, the 
levels are long, and I like the 9^ 
freaky undead enemies. The M 
camera roves through the levels s 
effectively, aided by a decentl V —i 

frame rate and limited pop-up. Oh sure, it’s a 
pixel-fest when the sprite-based enemies 
jump at your face, but I can deal with it (I 
kinda like the chunky look). CK s a generation 
behind the power polygon gun-games of 
today, but it still plays moderately weH. 
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In order to play a driving gamek , , 
you need to be able to do two 
things: steer and see the track. - 
In TDOR you can do neither. I ^ 
suppose the ‘real’ vehicles may| - k , 
be an attraction for some, but personally, I 
would rather crazy-glue my face to an 18- 
wheeler whilst listening to Kenny G than 
play this game. That is all. 
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The other night while I was playingY J| || 
Axelay, God manifested in my living _Y 
room and asked me if I wanted to trylKY 
a new PS shooter he had been work- ;. 
ing on. “Sure,” I replied, “Whyr 
not?” What I then experienced was ■ -U. 
seven levels of mind-numbing 3Dl_— cm -j 
graphics, cool, ultra-destructive weapons, light- 
ning-paced two player gameplay, Zuntata tunes and 
an ‘enhanced’ mode that actually improves on the 
coin-op. “What should I call it?” God asked. 

“Lazer Dazert" I ventured. “Actually, I was think¬ 
ing of Ray Storm.” “Yeah! Ray StormV' And thus, 
a new kingof PS overhead shooters was cr owned... 
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VMX RACING 
PLAYSTATION 
PLAYMATES 
RACING 



ID4 

PLAYSTATION 
FOX INTERACTIVE 
SHOOTING 
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As shooters go on the PS 
Philosoma has been far and away 
my favorite... until now. Ray 
Storm blew in to GF unexpectedly 
and took us all by storm. Taito has 
truly outdone themselves with this 
burning hot shooter. The engine is extremely 
fluid with hyper-detailed poly bg’s, the music is 
ZTT’s best since Darius and the special effects 
and animation are second to none. Pile on 2- 
plyr. mode and massive bosses that pulse with 
life and you’ve got one helluva ride! Yeehaaw! 
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LUNACY 

SATURN 

ATLUS 

FMV 
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NORSE BY NORSEWEST 
SATURN 
INTERPLAY 
ACTION/PUZZLE 


Til come right out with it... FMV["T 
adventures, in my opinion, are 1 
highly suspect. Because no matter A tg* 
how great they may be, once it’s - V; 
done... it’s done. Replayability fac- 
tor zero. Of course, the arthritic or 
like, un-coordinated people proba- 
bly revel in the splendor of the interactive movie, 
so to them I highly recommend Lunacy. It’s a 
great adventure as these things go. Dark, moody, 
and quite enthralling. lt s a well-produced 2-disc 
set indeed. Personally, l d rather just watch a 
good movie . like Howard the Duck. _ 


Play Lunacy all alone, in a darkl 
room, with plenty of time to kill. 

It’s not exactly scary, but it’ll make 
you think. The game’s pace, ri -v,. 
atmosphere, music, and graphics r\ ^ 
all convey a sensation of relaxed ':i 

tension; it’s as if your worid is col- 
lapsing, but you might as well explore it. 
Riiiight. Well, the FMV is very clean, and it shifts 
trom scene to scene almost seamlessly (at first 
glance Lunacy looks like an amazing corridor 
game, it’s so fluid). This is a classy, suspense- 
tul, interactive CG movie-well worth you r money. 
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l’m a little surprised to see Lunacyl ' 

receive an English translation, as 7 * 
games like this generally stay in « 

Japan. Lunacy has great atmos- t-J 
phere and a wonderful musical 
score. Thankfully, the FMV is 
pretty clean for Saturn, which is a 
good thing because the entire game is FMV. As 
would be expected, the voice acting is a bit 
hokey at times, though this may only add to 
your enjoyment of the game. If you liked 
Warp’s D, Lunacy should delight, though the 
game doesn’t really piek up until disc 2. _ 
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From the glory days of 16-bit comesrT 
that era’s most engaging puzzle 1 
actioner all dressed up with sharp A ^ 
detail and deep color. The single - \l 
biggest, and my favorite new fea- \ 

ture, is the hilarious voice over l f 

which is written and performed incredibly well. 
This adds a new dimension to an already thor- 
oughly entertaining quest. The broken fooi on my 
right (brain donor) would opt for flat characters 
while I find the modeled ones immensely better. 
The soundtrack is excellent as well. 

WWW 


This one’s easy: Let’s say you’re like , 
me, and you loved the 16-bit origi- éi, 
nal. Now a 32-bit sequel comes 
along, and your expectations are 
high. Well, cool puzzles abound in { J 
NBN , complimented by fantastic \ 

music (as in rea//ygood) and excel- 1 --- ü 

lent voice-overs for every character. The graphics, 
unfortunately, are pretty weak—there’s just not 
enough parallax, special fx, or animation. And why 
are the Vikings lame clay-models now, instead of 
hand-drawn like the original? Oh well, it’s still 
more of what I wanted, and l’m just happy it’s here! 
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Attention old school Lost Vikings 
fans. Your sequel has arrived, in 
a somewhat shiny 32-bit wrapper. • 

By that, I mean to say that the 
graphics are certainly passable, * 
just not what they could be. Still, 
it’s good to see a game like this— 
updated. There are even a couple of new char¬ 
acters to control. Outside of that though, 
there’s not too much here beyond the 16-bit ver¬ 
sion. However, it still seems as clever as the 
first and is a fun game, especially with two 
players. Good tunes as well. 
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DIE HARD ARCADE 
SATURN 
SEGA 

SCROLLING FIGHTER 


é ' 






... 

SCUD 

SATURN 

SEGASOFT 

ACTION/SHOOTING 




Having never played the coin-op, IQE 
was excited about DHA s arrival. ^ 
After playing it however. l m less \ ^ 
than thrilled The moves, a vast- 
array of l/F-like maneuvers, are y 
great, but the game design which l ' 

takes you from room to room where you simply 
clear the screen of enemies is rather lame. I’ll 
wait for Core’s 3D Streets of Rage-Wke game and 
pass on DHA. lt s a 40-minute-long arcade port I 
can live without. A nice production overall, but 
there’s just not enough meat on its bones. 




CONTRA: LOW 
SATURN 
KONAMI 
ACTION 
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KING OF FIGHTERS ’96 
SATURN 
SNK 

FIGHTING 
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AM1 has taken the scrolling beat-L v ^ r 
’em-up genre and dragged it 
kicking and screaming into the * % 

age of 32-bit. DHA features - ^ * 
detailed polygon characters, coolU*^^{0 
3D backdrops, dozens of l 
weapons, l/F-style special moves and an 
interactive camera system that intelligently 
frames the action. It’s like Final Fight meets 
Virtua Fighter m\ï\ guns! The journey may be 
a bit short for my liking, but there’s no deny- 
ing that it’s tremendous fun while it lasts. 
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Scuifs greatest asset is its storyline andPJ 
CG accompaniment. Dive into the game 1 
however, and you find a mixed bag of \ 
side-scrolling goodness, and not-so- \ r? 

goodness. Parallax—check. Beautifully % 

rendered scenery—check. Gameplay... 

well, hold on a minute Sure, the func- -~ — 

tionality of the multi peripheral system is cool, but as a 
stand-alone side-scroller, the game is rather repetitive. 
It seems Scudms designed around the gun + controller 
premise, so it’s a better 2 plyr. game than Iplyr. Still, a 
polished overall offering with a hot premise and graph¬ 
ics to burn. It’s a cool SS exclusive. 

mwi 

I was hoping (no, praying) that[X 
Appaloosa would take out thGse \ 

@#&*% reappearing enemy A 
sprites, but sadly, they crash this. 
party, too. On a positive note. the V 
30 glasses work insanely well on 

this version and the 3D engine is- 1 - 

fully intact. The platforming portions are still 
broken. but otherwise Contra: Legacy Of War is 
a solid action game for the gamer who demands 
a game so challenging he’ll grow a beard to the 
floor beating it on hard. A 2D Contra is now 
absolutely mandatoryü Dracula X is heaven !!! 

My love for Samurai Shodown aside, II, — 
think King of Fighters is SNK’s best 'X 

tighting game series. With the newest Jr 

in this yearly-updated series. KOF '96, 1 ' 

SNK now holds the top tour slots on my *J' If 
list of favorite fighters The Saturn ver- •V’ 

sion replicates the arcade beautifully, L — 
with the same amazing character graphics, highly ani- 
mated backgrounds, and excellent control. The only 
real differences are the newly-added Survivor Mode, 
slightly muffled voices, and remixed soundtrack (with 
the coolest-of-cool Psycho Soldier theme). I just pray 
that when KOF '97 comes along, it’ll still be 2D. 
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While I have every faith in Konami I . 
(Castlevania X is amazing), you can’t PFSf 
help but wonder why they’d farm outW^^;>^^ 
one of their most successful franchisesR. PY. 
ever to the company that made Threnl V.lgNv 
Dirty Dwarves. The good news is that ‘ *'Wm 
this is a great conversion of the PS ver- —~ 
sion. The bad news is that the PS version was disap- 
pointing. It may have cool 3D graphics, and awesome 
music, but the control system sucks beyond belief 
(like Smash TV on the Genesis) and the game is 
cheaper than K-Mart. This is not the Contra I know and 
love. Legacy of Wart Legacy Of Foor, more like. 
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Just as sure as night turns to day you I 71 

can count on SNK to never stop mak- 
ing fighting games. I happen to like 
the KOF series, and see it as one ofb :L. 
the few legitimate alternatives to| V’ 
Capcom’s 2D beat-’em-ups. KOF ’96\ ' ‘V. 

sees a brace of new characters make^ --^ 

their debut (new fighters accompanied by some 
familiar faces from other SNK fighters) along with 
new techniques and graphics. The Saturn version is 
a 99%-accurate conversion that perfectly recreates 
all the 2D splendor of the Neo*Geo slug test, and 
fans of the series are going to love it. I did. 
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Stop pumping quarters into the coin-op I 

and enjoy a perfect arcade translation. éi- 

In every way, down to the last polygon, ££ 

Die Hard Arcade is exact on the Saturn. ,p. 

Gotta love cool VF gameplay (plenty o’ f * \ 

PPK action) in a Final Fight- style beat- \ % 

’em-up setting. Even the control is 1 -- M 

perfect, with countless combos and devastating 
grabs. The level construction is bland, but with many 
environmental hazards (like mad fire trucks and plum- 
meting elevators) as well as a half-a-dozen weapons, 
there’s plenty of substance. Big problem: DHA is very 
short. Heek of a ride though. 
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Scud is a cool character, and the darkkr” U «^.1 
and surreal worid portrayed in hisPWSvLi^ 
comic book is perfectly captured by the X - \ \ I 
game’s twisted visuals. However, the 
actual game that accompanies it isn’tr ¥ l'74 * 
so great. It’s not so much the concept 

that’s gone wrong as the implementa-l_ LlilJ 

tion. I love gun games AND 2D platform/shooters, and 
the idea of combining the two appeals to me enor- 
mously. But this is not the game to do it. Themechan- 
ics in the 2D sections are way too loose (not enough 
room to maneuver), while the gun sections just aren’t 
satisfying enough. Plus, Scud’s gun sounds like some- 
one’s making pop corn! ! Maybe Scud2 will get it right. 


(9) (9) (9) (8) ©LTZJ 

l’ll start by saying how nice it is tof FIST 
see another 2D Saturn game. When iï- v Lji.* 
all is said and done, that’s where the 
SS truly excels. Scud, a unique ; 1, 
merging of intense side scrolling .-.f 
action and gun shooting, I found to l 
be a refreshing break from the norm. Although a 
tad lackluster in the play mechanics dept., the visu¬ 
als are rich and well rendered, the storyline and CG 
therein, tasty, and Scud himself, extremely like- 
able to the point of sequel-worthy. The tunes are a 
bit harsh but for the most part they’re OK, too. 

[Gk iJk [Pk [Mk [Ök fÖAl 


The horror, the horror. This isl ‘n w \ 
not Contra. Why, oh, why make "7 „ 
Contra 3-D ? It may work for ? #\ 
some characters (like Mario), f 
but something like this needs to 
be2D. Esoeciallv if the 3D is not l . » 
exceptional, as is the case here. It is a little 
taster, perhaps, than the PS version, though 
still sloppy looking and feeling. This just 
doesn’t give me that Contra sensation I was 
hoping and looking for. Next time Konami, 
please, do the game yourselves. 




This is KOF '96 translated almost per-1 
fectly onto the Saturn. All of the moves, 
background detail and animation are qjfWk 
present, along with new voices and new 
arranged tunes that perfectly compli¬ 
ment the 2D fighting action. I particu- 

larly like KOF 9ff s combo system, —- 

which feels very close to SF2— definitely a good thing 
in my book! My only real criticism is that some of the 
characters are a bit unbalanced, which detracts from 
the heavy two-player battles. Still, there’s no denying 
that this is a polished game, and it’s nice to finally see 
a Neo*Geo game get a perfect conversion. 
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If-YOU PON T U§E YOUR HEAD 
' SOmEONE ELSE miGHT. 


The spectre of war looms 
over the peaceful land of Ishtaria. 

Terrorism, corruption and depravity 

run rampant. It’s up to you to return the 

land to democracy, using a strategie combination 

of wits, muscle and magie. It’s an epic confrontation 

that unfolds on multiple, glorious, 3-D isometric battlefields 


m Luckily, you have an awesome 

jgHgaH 

Wf array of weapons, spells, booby 
traps and The Great Sword Vandal- 
Br Heart at your command. Plus the 
greatest weapon of them all-your brain. 
Enter the world of Vandal-Hearts. Where a sharp 
sword is no match for a sharp mind. 


WWW.bonami.com VANDAL-HEARTS !v is o itodemark of Konomi Co., lid. Konomi ® 
is a icgisteied tiodeniork of Konomi Co., Ltd. PloyStotion 1 * and the. PloyStotion™ logos oie 
tiodemaiks of Sony Computer Entertainment Ine. The latings icon is a registered trademork of the 
Interactive Digital Software Assoaation/ ©1997 Konami of America. Ine Alt Rights Resetved. 
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Check out VR Baseball ’97 at www.vrsports.com 
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2 Baseball™ afiö 
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Check out the official Major League Baseball 


web site at www.majorleaguebaseball.com 
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MORE CONTROL THAN ANV 


VR Baseball '97 is the next generation baseball game that Iets you 
control both the batter and baserunners simultaneously. Hit and 
j run, tag up, steal, stretch out a doublé or execute a squeeze play. 

' VR Baseball's completely new, easy-to-use controller design 
provides total bat control for power, contact, bunt and pull-hitting 
as well as control over pitch selection and speed with unlimited pitch 
locations. You can even control a real 3-D camera that let's you play 
from any position or angle because only VR Baseball has a true 
3-D engine. 

After 3 years of intemal development and a total commitment to 
quality, VR Sports delivers a winning roster for the '97 season: 

Virtual FieldVision™ technology creates an immersive, ultra-realistic, 

© gaming environment that Iets you play the game from any view or 
perspective. You can even play from the ball's view if you don't mind 
getting knocked around. 


OTHER BASEBALL GAME! 



simultaneous batter and 



Play baseball in a true real-time 3-D world with 
unlimited 360° views and motion captured polygon 
models for all players. 




Four uniform options per team including updated colors and team 
v ^ logos for 1997. Plus r four play options and three difficulty settings for 
the skill level most challenging to you. 

Instant access to pitch selection r speed and control for unlimited 
plate locations without menus. Total bat control for power f contact, 
bunt and pull-hitting without tipping your hand to your opponent. 

/&*r& Super-fast Season Play mode with top 10 or full stats. Plus, 
mid-season All-Star voting and game. 

PluSf a true physics model Controls velocity, 
rotation, gravity and air friction for true flight r 
bounce and roll for varying surfaces like Astroturf, 
grasSr dirt and fences. 

VR Baseball '97 

Try it. It r s new. It's different. You may never 
go back to your old game again. 




28 3-D Major League Baseball™ stadiums including three 
new stadiums: Atlanta, Anaheim and Oakland. 



S£>Ofl7^ 

The Differente Is Real 1 . 


© 1997 Interplay Productions. All right reserved. VR Sports, VR Baseball and The Difference Is Real — 
are trademarks of Interplay Productions. All rights reserved. Major League Baseball trademarks and 

copyrights are used with permission of Major League Baseball Properties Ine. ©MLBPA Official Licenseg-Major League * -^ 

Baseball Players Association. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. Playstation and the Playstation logo are 
trademarks of Sony Computer Entertainment Ine Microsoft, Windows and the Windows95 logo are registered trademarks of Microsoft 
Corporation.AII rights reserved. All other copyrights and trademarks are the property of their respective owners. 
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“clayentologist” whose goal in life is to make all the * 
world and the life within it putty in his 
hands. Will he succeed? His latest 
‘Clayotic Claymorphosis Mutagen’ 
may guarantee just that! What the heek is 
Hg CCM? Beats me. But it sure sounds cool. 

^ New characters include Houngan, an 

evil local witch doctor; Lockjaw Pooch, a 
beagle with a skill-saw maw; a trio of tum- 
1 1 blers called the Zappa Yow Yow Boys; and a 
cyber-bunny named T-Hoppy. The fights take 
V H§ ^ P* ace ,n locations all over Klaymodo island, 
including beach and jungle 


own 

ÏFy background and story 

Rif ,ine - 

There’s no word yet on 
how the C/ay Fighter con- 
B trol system is going to 

■ change to incorporate 

The new 3D environments, 
or about any new game- 
play features, but rest assured 
that the slapstick sense of 
humor and wacky moves 
that characterized the 
original games will . 

make a marked 
return. We’ll keep 
you posted. You 


knock your opponent into new >- 7 , 
areas, K/-style), new characters \ /S 

and the return of some old 
favorites (e.g. Mr. Frosty, The 
Blob, Taffy). It ^jj| 

The story finds the Clay 
Fighters, both new and old, 
plane-wrecked on the exotic 
locale of Klaymodo Isle. Here they must do 
battle against the evil Dr. Klugenheimer Von Kiln 
U (riiiggght), the world infamous and crazed 


^ THE SHOTS ALONG THE BOTTOM OF THE "N 
PAGE ARE ACTUAL N64 DEVELOPMENT SYSTEM 
V SCREENS. ALL OTHERS ARE MOCK-UPS. V 
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Only the IM64 could 
handle this game. 


fotktvvoy Games Ine Used bv permission 
unica Ine. Licensed by Nintendo. 
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DIMORPHODON 


Perhaps the biggest draw of 
The Lost World is the ability to 

CONTROL SEVERAL DIFFERENT 
DINOSAURS. These range from 
THE SMALL AND NIMBLE COMPY, TO 
THE GREATEST LAND PREDATOR OF 
ALL TIME, THE TYRANNOSAURUS 

Rex. Health is acquired by 

EATING FALLEN DINOS. 


CARNOTAURUS 


GameFan recently had the chance to 
visit the DreamWorks offices for a 
early look at The Lost World, the game 
incarnation of Steven Spielberg’s 
Jurassic Par/rsequel due this summer. 




¥E'™X VS. THE MUNTER. 


An almost guaranteed hit, it’s not surprising that a game is fgpj f - ^ 

being developed around it, for both the PS and Saturn. But 
with Spielberg involved in initial stages of game creation, The 
Lost World could prove to be above your usual movie based 

game. What we have been shown thus far looks impressive. / /JBKf; jAê ^ 

The most striking aspect of the game is the look of the actu- 
al dinosaurs themselves. Using proprietary software (which 
DreamWorks has named Morf-x technology), an amazing level 
of character fluidity has been achieved. By stretching the dino 

texture map around the 3D model, typically unsightly polygon symphonic score k 
overlapping and glitching at the joints is summarily removed. planned, of which a MID 
The Morf-x technology also allows for great control, as the real version was in place, and i 
time model simply morphs into whatever position you request. too was very good; ven 
For instance, you can make a dino jump in the middle of a roll well composed. In fact, the 
with no break in the character’s animation, even though this developers even half-seri 
move wasn’t necessarily intended by the designers. This con- ously joked that it’s difficul 
stant smoothness almost makes the characters look preren- to get any work done witf 
dered, even though they’re all rendered on the fly. the soundtrack attractinc 

As for the game itself, it is presented in the now familiar their attention. 

2.5-D of Pandemonium anü Clockwork fame. And it’s easy to The Lost World is stil 
see why, as it allows for the precision movements of 2D while very early, so final pla^ 
still allowing for a cinematic flare with a tagged moving cam- mechanics have yet to be 
era. It still looks 3D, even though you don’t have complete nailed down. There are nc 

freedom of movement. So though you are limited to a set path, enemies to attack as of yet 

the designers have broken this up by implementing a branch- and there’s still a grea 
ing system allowing you take differ- deal of overall tweakinc 
■ 1 ent paths within levels. that needs to be done. But' 

In the early version we were shown, if indeed, the rest of the 

the sound effects had yet to be com- game turns out to be as 

pletely implemented. Some effects impressive as the dino’s 

. | ^gggg^j|\A/ere in, such as the animation, another rare 

^0^ ^^^R^now classic T-Rex occurence of a genuinel\ 

Jnr '^j^scream—and it good game inspired by i 

a JET/- ( ' 5 i x s 0 u n d e d film m ay be at hand. Loot 

\ great, just for further updates in the 

U f \ ^ \ in the coming months on what is 

I ff \ A N ' /ƒ/ è movie. A sure to be a big game this 

v ‘ (7/ , \ x//Ji ll b o o m i n g summer. SD 
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JOURNEY BACK TO 1792 

and the Transylvanian Countryside of Romania 


RICHTER 


RICHTER 


RICHTER 


RICHTER 


RICHTER 


RICHTER 




Ajter « series oj cpic battfcs, Q^ichtcr CJJefmont Jinaffv succectf 
ctf in destroying C ou,1t ( J)nacufa, me ancient vampire who hatf 
been most recentfy resurrectetf by the dark priest, ghajt. One 
night 4 years fater, utufer tfic bright gfare oj tfic moon <3^ichter 
mystcriousfy vanishetf. 

"Witfi no icfca oj wherc to begin fier scarcfi £\\pria Q^enartf set 
out to fooR Jor bint. ^It was tfien tfiat Jatc intervenetf... 

Ë Qtstfevania, tbc castfc oj 
I Jh> v W 'JJracufa, wfiicfi is rumored 
t0 u PP ct,r Oiify oncc cvcry 
ccntury, sucftfenfy and 
mystcriousfy matcriafiscd. 


RICHTER 


^Hpanwhife, powcrjuf Jorces wcre at worR in the fijr oj a man namccf 
,\fucurtf. g'fic vcry samc ^\fucarcf who had prcviousfy tcamecf up vvitft (] 
c. 10 (fcstroy bis immortaf Jather. ^)fatf JJcpcs aRa Qrnnt '-J)rac 

^\fucarcf, in order to rid the worfd oj bis own curscd bfood finc, scafcd oJJ 
powcrs aiuf cntercd wfiat was supposcd to bc an ctcrnaf sfumbcr.... 

( B ut tbat sfccp bas been disturbed. ^-\fucard is aware ojthe evif tf 
bas oncc again ariscn in bis homcfana. 

cfhe time bas come oncc more Jor tbc Jorces oj good aiuf evif to cngage 
in tbcir ancient battfc. 

•<D.racufa s castfc bccRons Jor you, in., 

^-\ii(f so our advcnture bcgins as ^\[ucartf enters tbc castfc atuf you 5 4 
Jirst gfimpsc tbc most bighfy animatetf cbaractir in C fl stfcvania bistory. 
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As I’m writing this, listening to the music as the game sits idle, I am reminded how I once feit about gaming 
some years ago, before they’d broken the 3 D barriers, when a great game was more of a phenomenon, like 
Castlevania 4 on SNES or Bloodlines on Genesis. The same can be said of many an 8 -bit game as well. But things 
have changed considerably... or have they? Those of you who’ve been around for some years will undoubtedly cele- 
brate the arrival of Castlevania on the PS, but I fear that those accustomed to 3 D and polygons may view CV as less 
than it really is. For those people 1 would recommend perhaps a trek through Super Metroid followed by this game 
when it’s released, which is laid out in a very similar configuration. Or just take my word for it: If there is a game 
which could cause one to stand in the moonlight, close their eyes and summon a theme, Castlevania is it. As you 
play this phenomenon among 2 D hand-drawn splendor, the music which will accompany you is among the finest 
ever produced, as it has been with all of the Castlevania adventures. 

Since the storyline proceeded this introduction, Til get right to the game then. After playing out the climactic ending 
of Dracula X (the last installment in the series) as Richter Belmont, you’11 witness something truly incredible... Alucard. 
The son of Dracula himself, this character is drawn and animated beyond belief. He is so graceful in his movements that 
for the ten hours I’ve been playing I’m still in awe of his movements. As you acquire powerful items and weapons he 
becomes all the more mesmerizing. As lead characters go, he is the best I’ve yet seen. 

The levels in this installment are all linked, similar to CV 2 on the NES or, as I mentioned before, Super Metroid. As soon 
as you reach the Library you’11 want to purchase the map and begin filling in the vast areas before you. As you journey 


MARBLE GALLERY 


mm: 


on, you’11 talk to Maria quite often and meet some of the strangest creatures ever imagined. Each is accompanied by some 
crazy effects as they perish, which Til get to later. As you search high and low amongst cavernous locations throughout and 


outside of the castle, the emphasis is placed on finding magie spells, flying friends, precious stones which you can 
exchange for money, magie capes, potions and other items necessary to unlock the wealth of areas you can’t access. Areas 
on the map are not highlighted until you’ve traversed them... and it’s a big castle. 
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COLOSSEUM 




CLOCK TOWER 


_mimi_ ■ 

Not unlike every RPG ever created but new in the CV saqa, Alucard qains MP (maqic points) 
and HP (hit points) as he defeats enemies. So the lonqer you play, the stron^er he qets, 
which makes the exploration element quite rewardinq. 

Graphically speakinq, if looks could kill, 1’d be dead. CV has some of the most beautiful 
art I have ever seen in a video qame, from the backqrounds to the enemy sprites, of which 
there are more-far more-than ever before, all are a si?ht for sore eyes. Even in the absence 
of parallax, the backqrounds are stunnin?, but for the most part you 11 be playinq amonq 
parallax you never thou?ht you d ever see on the PS. Up to six luscious levels with even the 
tiniest f ar off detail movinqdeep in the screen. But it doesn’t stop there. Beyond the paral¬ 
lax are special effects which far surpass any previous in the 2 D realm. It is in the Royal 
Chapel where your jaw will drop as you qape at layers of clouds blowin? forth or neqotiate a 
poly?onal church which scrolls four ways seamlessly with light reflectinq throuqh onto the 
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pews below. Breathtakin$. In the ClockTower, the weather is equally unsteady as 
layers of fo$ twist in the background and hu$e ?lowinq skulls fly about, hun^ry for 

a taste of human (well, half human at least) flesh. Additionally, every enemy you f'.-. V v*j] ? JTJTJJJJ] j]] j] j jIII[II] 
kill is accompanied by some awesome effect like a pillar of fire or ethereal ; V ^ 

It’s just amazin?. The first time Alucard jumped throu^h the water I almost cried. 

As Tm sure you ve already assumed, the control is utter perfectum to the point of 
pure $amin$ bliss, and the bosses... for$et about it. ITI describe the one which 
concludes this layout. It’s a massive nu^et of twisted bodies and, as you swipe it 
(with, by this time, a powerful blade), many drop off and come forth while some 
burst apart, limbs flyin$. As you hack away, eventually you’11 uncover the hideous 
core, a slimy artery with laser trackin?. Only Konami can assemble such beautiful 
masses of $00 for us to shred. I’m 70 % into the adventure and, as I’m sure you’ve 
qathered, lovin? it. With every new level comes music f rom the ?ods alon? with 


irn; . 

more creatures I’ve never seen, my ma?ic spells are multiplyin? and I’m armed to the teeth. Alucard can carry two weapons or one and a shield alon? with equipped spells, capes, and 


armor. 



JIMlk * 




The ?ame has potten so ?ood in parts I’ve actually stopped playin? to savor what ïve seen. Before I close this (ahem) pre¬ 
view and in case you’re wonderinq, the ori^inal CV enemies are all here, the flyin$ medusa heads, crumblin? skeletons, 
shiny kni^hts, alon? with many more twisted beasts from Transylvania. 

Believe it or not, there is a lot more to teil, re^ardin? the storyline, hidden places and faces, etc., but I’ve been sworn }■' 

to secrecy. With the imminent review, these thin« will come. Until then... Count the days. 
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E. STORM 

Give me six a 
year like this 
and Hl be the 
happiest man 
alive. 


'"' V ' za 

— % 
' 1 1 

™, 


HliUi* U y° 

ure tfiinRi 

b 


(Cu 



ev 

en most oj 

r« 


»«!h^ 

§jW 





Ba 

Jgggji 

f iBfc * jnMaft * 

j 


ASj-t 



^ -i n i? 


S fAlfl 

r V—21 ^ jfe 

■ f*;- 


' ".■ ^ 

>7 a 

j i t 

r^mf ■ 

'l ’.l H •*>* £."*‘1 

üMh 

■ A ■" 

VJÊiiuJ. .. _^7 

1 

j;*da • L 

v y 4 h[ t 

si y ö t - j 

| fes ITsirStTsirs jfs B ’S ÉO^SfslE E5is f S fifj 

: | 


► • — '“ ’ 

- ƒ•;[ . 

^ÜBKR«li 

M tvi 

















































































Over 


Playstation 


DEVELOPER - RIVERHILLSOFT 


PUBLISHER-ELECTRONIC ARTS 


DIFFICULTY - INTERMEBIATE 


FORMAT - CD 


O 

GLITCH 

HAND ME THAT 
TOE TAG, 

WILL YA? - 

Cj 


/ 

KRAZY NIKKU ROKKUSU FILM 
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was just as surprised as Takuhi 
the first time I saw Riverhill’s 
OverBlood. We imagined it 
would be a total Resident Evil tip- 
off, but after playing it once, the comparisons ended. I mean, who would have expected this 
genre to go real time (as in real-time polygons) so soon. OverBlood has a powerful storyline and 
strong exploration elements, but the fuliy realized 3D environments require all kinds of skills— 
like platforming, fighting, etc. It’s fair to say that OverBlood caught me off guard. EA’s port- 
ing it over trom Japan, so we thought we’d give you another look. 

The first thing you’ll notice about OverBlood is the amazing 3D engine. As opposed to 
RE (or Perfect Weapon, or Time Commando), OverBlood is shifting a playfield construct- 
ed entirely of polygons, not bit-maps or pre-renders. The scary thing is, and you might 
want to check out the screenshots now, sometimes the areas look so good I forget that 




they’re just texture-mapped polygons and actually see them as real environments. They can 
be viewed trom almost any angle, and often the polygons will be layered within one another 
(such as objects within glass casings, Windows, etc.) creating a dazzling effect. Many areas 
have that strange depth sensation, where you’re walking into the screen and the environment 
suddenly seems to be a whole lot bigger than you thought. 

OverBlood doesn’t play as well as it looks (that would be something), but I can handle the 
problems. Lars, the main character, has really stiff control. And, as l’ve mentioned, 
OverBlood throws a little platforming action into the mix, so stiff control (lame jump¬ 
ing, slow response time) doesn’t help. Thankfully, this type 
of game doesn’t need perfectly accurate Controls to 
play properly, but man, it would’ve been nice. 

Either way, it’s cool to see another Japanese 
title making its way stateside. Although I 
have yet to see how well the voice and 
text translation was handled by EA, l’m 
sure they’ll do a fine job, as always. 

Once we get the final, l’ll be 
here with the review. G 


Check us out online at - http://www.gamefan.com/ 
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• 25+ ol^^PRóse trom 

• Race in either direction on 
5 different tracks 

• Indudes ortginal Pikos P®£k I 

• 12 different camera angies 

• Buik) and desigiyrour own tr 
using the firsfeofftfs-ldnd trai 

• Design your own car, tiras, 
suspension, color and more! 

• 1 or 2 player action 


^ SMMnöiTcwwas 

vnrnm*m 
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© 1996 Atlus Corp.. LTD. Peak Performance is a trademnrk of Atlus Corp.. LID. Ah Rglita Reserved. Playstation and me 
Pla/Stanon loges are traderoarKs of Sony Computer Entertainment Ine. The ratings icon is a trademarkot the Interactive Digital 
Software Assooat'on. Call 1-800-771 -3772 lor Game Rating Information. Photo by Buchs . 














It would seem that Sony’s Playstation has been around long enough fl| 

and reached a high enough level of market penetration that more inter- 

esting and experimental games are reaching store shelves. .« • • • • «MSUS 

Psygnosis’ Sentient is one such game. 

In Sentient, you take on the role of Garitt Sherova. On your way to ' -W- r ~~ 

Space Station Icarus, your ship crash lands in its docking bay (which is ^p9p 4 

nicely detailed in the intro), and you are in a race against time as the sta- x *! M pf |1 
tion’s orbit decays and is pulled towards the corona of the sun. From ( Drum, Blast 1 -®-tj 

here, your adventure begins and you soon find out that all is not as it 1 

appears on the seemingly doomed space station. A 

I suppose one could describe Sentient as a Science fiction RPG. There ™ ™ 

are things to puzzle over and people to talk to. And these are some strange looking people indeed. All of the characters are full three dimen- 
sional models with some insane looking faces mapped onto the head polys. As bizarre as it looks, it’s also quite cool as the characters have the 


You’ll need this 
It's Ihü shicld 
aclivation key 


Psygnosis TakesJn 


Welcome to 
the team, 
Sherova. 


Anything I 
should knoiv 
about? 


ability to emote by slight changes in their facial expressions. In fact, you yourself have this ability. 

As you interact with the characters, a small representation of your face appears in the lower left hand I 
corner of the screen allowing you to alter your expression between varying degrees of happy or angry. 

Most elaborate, however, is the system allowing the player to speak to the inhabitants of Icarus Station. By selecting different bits of sen¬ 
tences from a menu, a relatively complex and specific statement or question can be constructed. The combination of your facial expressions and 
the enhanced query and declaration system allow for new level of “real life” conversation hitherto unknown to the likes of the Playstation. 

In the end however, all these accouterments mean nothing if the game isn’t any fun to play. I’m as big a critic of the shortened atten- 
tion span of late twentieth-century society as the next like-minded individual, but the pacing of this game can be quite slow at times. 
Perhaps this would seem less of a problem if the settings of the game were more diverse. Basically, be prepared to do a lot of walking 
along a lot of similar looking corridors. Indeed, aside from different colored lighting, all corridors look basically the same. There are, 
however, some nicely detailed rooms and there is only a bit of texture warping when you get too close. 

Still, once you get into it, the story is quite engaging. And you do get a feeling of really talking to people through the well-developed 
speech system and recurring characters. Thankfully, there is also incentive to play more than once as multiple paths lead to multiple 
endings. I respect Psygnosis’ effort to try something new. While not totally successful, in my opinion, it still impresses. If you can 
tiHl ÉÊk look P as, . the la ? k of action, you’ll more than likely find yourself completely immersed in the 


story, trying to figure out what to do next to save the station and solve other mysteries aboard 
Icarus. Oh, and don’t do that with your face. It might stay that way. SD 


What are you 
presently 
doing? 


I must get 
clean... 
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SUBSTANCE D 

YOUR FACE MIGHT 
STAY THAT WAY! 
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Check us out online at - http://www.gamefan.com 





















’Availablefor Playstation 

• 15 of your favorite 
WCW superstars 

• 60 wrestlers from 

6 different organizations 

• 30 to 40 moves 


Lex Lugar 
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pension makes for some bizdrre bounces, and learning 
every dip and bump on the courses is a must. At first, 
you’11 spend a lot of time upside down, bangin’ the L2 
and R2 buttons, trying to flip yourself back over. If you 
are easily frustrated, stay away from Rally Cross, or 
you’11 go broke replacing shattered PS controllers. 

With six courses, three variations of each, and two 
directions, you’ve effectively got thirty-six\ different 
tracks to choose from, although you start with only 
three. Beating various types of seasons will open 
Q up the rest, and you’11 eventually have twenty (yes, 


off-road racin’ Iike noth- 

in’ else! This game keeps ImWB 

me playin’ for hours on 

end, which is a rare thing iSSS^p Jjd 

these days. To put it plain- l Ê m 

ly: This game’s a blast! '" f p 

K turned off the eighties-sounding 
^ music) is the incredible graphics. 
|| From the flares of the arena lights in 
^ 1 the stadium course and the snow 
falling in the alpine course, to the 
awesome lighting you’11 see (not to 
mention the leaves yoü’11 kick up) 


S twerity ]) different four-wheelers from which to 
choose. Also, after Normal, Head-On, and Mixed 

... ... 1... .. . I....I.... ...ii II . .: 


i ö this game is gorgeous.... The frame 
rate’^ excellent, too, and there’s vir- 
B tually no pop-up. Look closely, and 
I you can actually see the driver and 
B passenger in every vehicle! 

Ij The sound éffécts, as well, are top- 
I notch. Every bump and jump is 

■ accompanied by an amazing creak or 
I groan (at least), and you’11 ^^BB| 
I really appreciate the 

0 sploosh of the mud or small 
ft stream you’11 inevitably find ij 

■ yourself traversing. The jEFlfr 
I music, however (as men- BfeML. 
p tioned earlier), leaves some- 

Kg thing to be desired.... 

The toughest part of this 
B game (judging by the general 
■I response here at GameFan), 

I has to be the control. The L 

[ent sus- PBlSIki 


four wheel, independi 
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REUBUS 

NO WIMPS 
ALLOWED! 
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| DEVELDPER - SONY INTERACTIVE 

1# OF PLAYERS -1-4 


[PUBLISHER - SONY j 

BdIFFICULTY • flflflflflRREH! 
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E. STORM fj 

THE MOST FUN 
YOU’LL EVER HAVE 
ON 2 WHEELS... 
WITHOUT LEAVING 
HOME. r 
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Tweaked, tuned, and \ \ / S 

ready for your approval, \ \ / / } 

VMX Racing, the first PS «ÉHfejjl k 

motocrosser, is ready for M 

action. J 

Six tracks and tour \ / / 

teams made the final cut in \ / 

which you can choose prac- w/ 
tice, two-player, or circuit v 
modes. In the much needed j 

and thankfully provided prac- 
tice phase of VMX you’ll mas- f' ' j 

ter the varied courses which 
range from the super tight, 
exhibited in the two stadiums 
(New Orleans And Anaheim), to 
the wide open spaces of Orlando, 

New England, The Pacific 
Northwest, and San José. 

Without intensive course dissec- 
tion you’ll spend the bulk of your 
race day face down. Partly because 
the control is ultra-touchy. In order to 
make tight hairpins do-able the design¬ 
ers have inserted very precise steering 
increments. Touch the D-Pad slightly and 
the rider’s trajectory changes dramatical- 
ly, hold it down and hit the throttle and you 
can turn on a dime. Since each course is 
made up essentially of twisting terrain it is 
required that you thoroughly memorize each 
track and its nuances. This is of maximum 
importance, because not only will hitting even 
the slightest off-course sprite crash you but the 
loose terrain will slow you down considerably. 
Should you fall behind, which is easy (crash 


\ / / three times on the 1 st lap 

SLA /LX and you may as well reset) in 
VMX, the pack will quickly pass 
IRT as they stay pretty tight throughout 
v the first lap. Bring the holeshot 
^ v and hold the lead through a lap 
\ and a half and you’ll get some 

breathing room. The camera 
distance you choose (from 4) 
also has a profound impact on 
the control, so practice with 
each, find the one you like and then get 
to know each track. 

Once you’ve achieved oneness with the control 
crank the tunes and get ready for some serious 
racing. Though totally unforgiving, VMX is a 
gas to see and play. Once you enter the zone 
you’ll find the racing action some of the most 
intense around. Not only are the 
speeds high but coupled with 

B the rugged guitar riffs of ^ 

Tommy T. the combo g*_ 

effect is like a testos- fV 

terone elevator. . 

VMX’s few flaws # 

■Lgj m 






It was nothing really. 

Now show me 
^ the money! 


Check us out Online at - http://www.gamefan.com 










S uikoden 
continues 
to be a best seller 
in the US, and 
Final Fantasy VII 
is a runaway" 
(understatement of the 
year) hit in Japan. RPGs 
are back! Unfortunately, if 
you don’t play imports,"and 
you live in North America, 
you’re probably used to slim 
pickin’s, 


strate- 

1 5 vRPG 

Vandal Hearts. 
Skipping the import 


I Vandal Hearts turned out to be a 
smart move. The storyline is good, 
really good. In a stratëgy-type game, 
this ïs so important. Thé tfanslators 
have chosen wisely, holding back on 
the dumb humor, and empnasizing 
the drama and action. In Vandal 


prices, and 
bad translations. Alas, 
there is hope! CD-based 
Systems make the price- 
" point negligible, and 


translations can be 
completed in a few 
short months-if 
not sooner ( Wild 
Arms , for example, is 
a quicky). The transla- 
tion teams are getting 
better too; way better. 
“Engrish” is pretty much a 
thing of the past, "and most 
translators finally have a 
clue when it comes to 
tasteful humor, strong 
writing, and good box 
and instructions artwork. 
Time to dig into 
[kj Konami’s latest 
J translation, the 


Hearts , you play the role of Ash 
Lambert: leader of the Defense 
Special Force, a crack merc division 
of the Ishtarian army. Sinister 
politicians decide that the govern- 
ment must rule by the sword, and 
^ the armv becomès a crazed militia 
.force. I)espite his sworn allegiance 
fcr to the army, Ash cannot allow his 
tyrannical superiors to continue 
their blood-reign over the popula- 
tion. 15 years earlier, his father was 
forced to make the same decision, as 
the Ishtarian government 


sought to dominate, not 
govern, their people. He 
fought valiantly, but was 


‘Konami Computer Entertainment Tokyo 





























eventuallv cut down in 'W 
bafctle. The Govern¬ 
ment coveren their tracks 
with lies, and the Lambert 
name became synonymous 
with treason for mahy 
years. And so, Ash must 
decide: Should he sim- 1 
ply follow orders to m 
avoid suffering the 
same legacv of humilia- jr 
tion? Or should he Kf 

infiltrate the corrapt S| 

Government, and put KL 
an end to the senseless m 
bloodshed? He’s the W 
good guy, so go figure. m 
You can"have the story m 
all to yourself when ybu 1 
pick-up your own copy of" 
VH .. .for" now, it’s on to 
gameplay (beautiful, per¬ 
fect gameplay). 

Vandal Hearts has 
every gameplay element I 


Suikoden, now this, 


1 simply clickinG on them. The multi-level battlefields 
affect movement rates (GoinG uphill, throuGh swampy 
■T^ln land, etc.), but certain characters maneuver these condi- 
tions better than others. In other words, you have to 
play the environments as hard as you’d play the 
KTAb enemies. Another strateGic factor: Counter-attacks. 

Every time somebody attacks, their victim is allowed an 
automatic rétum-hit. This works into the movement strategv, 
‘cause if you let the enemies surround you, not only will all 
primary blows hit, but every counter-attack as well (biG 
% pain!)." Do you see the synergy of play-mechanics? It’s 
m perfect. Battles are so lbgic-driven, so second-nature, I 
ij Gnarantee you’11 be personalizing your 
m tactics at every turn. . 

J1 Vandal Hearts also has generally Good 
W music, great poly^onal Graphics (the texture 
w art is niee), and quick loadinG times. Best of ^ \ 

all, there’s an in-battle save that allows you to X ' 
come back to the exact same spot, mid-battle, 
anytime. Anyway, I’ve been a strateGy RPG 
; player for years and years and I implore — •AÜ 

I you to trust these final words: Vandal 
' Hearts is the most enjoyable strateGy 

i game I’ve played in quite a -' ^ W 

while. It’s also one of the ^ V' 

best I'S games available : ^ 

(nice one Konami, you mie!). 4 |§>|j 
, s Vandal Hearts 
» j. screams "BUY - 

fTiflmf: me !” .n , 


AT-T/iCK MAG IC ITEM 
RNG:5 FLDÏ3 


■pMegatierb 800 
* Ma ge Gem 1500 
Hl Elixir 100 
,V*Life 0r b 9000 
4Aura Gem 8000 
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Tail of the Sun is a first ^ 

for Sony for a number of ^ É 
reasons. It is one of the first 'S pi 
so-called‘alternative’ games ( ^ 

to be released on the 
Playstation, one of the first bold moves 
for Sony (Le. you don’t gun down tanks 
or wrestle with Tae Kwon Do experts in 
this title) and definitelyjhe first almost 
exclusively featuring cave-people. 
Now, the Japanese punter may fork out 
numerous Yen for odd and compelling 
gaming experiences like this, but the 
more conservative US gamer? Well, 
Sony is giving you the chanee to 
change your attitude and piay more 
than the usual array of Playstation con¬ 
sole titles with this offering. And after 
days of constant evolving, Pm extreme- 
ly happy that they did. 

Forget your pre ; conceived ideas 
about video games; Artdink is about to 
show everyone outside of Japan just 
how unique, fresh and exciting ideas 
£an be translated onto Silicon. With 
the previous (and undoubtedly excel¬ 
lent and trippy) Aguanaut’s Holiday 
under their beits, Artdink has trav- 
élled to the next realm of undiscov- 
ered video-gaming and brought us 
Wild; Pure, Simple Life: Tail of the 
Sun . From the very moment the cave 
paintings start to dance and the tribal 
drums begin, you know you’re on 
your way tó a whole new gaming 


expenence. A suitably sav- 
age opening, full of vibrant 
W colors and imagery, gives way 

jry m to revealing the task at hand; 

this is the first caveman simu- 
lationl No, don’t turn the page just yet, 
ye of little faith; read on and find out 
why this gets an unequivocal 
Hambleton recommendation... 

First you choose your knuckle-drag- 
ger (either male or female), then walk, 
run and leap about a prehistorie land¬ 
scape on a desperate mission to 
evolve! This hyper-cool idea leads to a 
weird and wonderful romp around a 
detailed (not to mention almost limit- 
less) 3D landscape. There’s trees! 
And flowers! And monkeys! And 
mind-altering effects! Then you’11 find 
your cave-person’s statistics; how fast 
they’11 run, attack, breath underwater 
and even think; all of which you’11 
need to survive... and multiply! 

You’11 wander to „northern tundra, 
search through caverns, drag yourself 
through swelteririg dejserts and sleep at 
the most inopportune moments, all in 
the name of tribe progression. Of 
course, as you Wander, without any clue 
at all why you’re here, you’11 run into 
all kinds of fruit, rocks and various flora 
and fauna... all of which can be eaten. 
That’s right. This adventure may be 
about explóration and bludgeomng 
innocent monkeys to death, but also 


CHIEF 

HAMBLETON 

UGH! ME HAVE BIG 
POINTY STICK! 
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Wp about filling your rapidly expand- 
»l ing stomach with all kinds of 
■ tasty/poisonous plants and berries 
^ (don’t try this at home, kids!). 

So, you’11 spend an hour or seven 
(time simply flies when you play this!) 
simply jogging around your world, curi -, 
ous at the pretty lights in the sky, weird-■ 
colored animals and strange bursts of 
techno music when you enter different 
zones, and then you’11 plunge into the sea 
and drown. Ooops. But no matter, 
because there’s a virtually limitless sup- 
ply of mutated offspring (some much 
more scary than others) to take your ini-* 
tial wanderer’s place. So, you’11 magical- 
ly be transported back to your village, 
another Cave-person will descend from 
the sky, and another exploration begins. 

After this has gone on, you’11 begin to 
become more adept at killing, finding 
spears, tackling the bigger beasties in the, 
game (Purple texture-mapped hippos? 
“Ha! Me have big pointy stick! 
SPL1TCH!!) and search for mammoths. 
And then the dawn of realization will hit 
you: You’re on a quest for mammoth 
bones! And not just a couple of tusks, 
mind; but a huge tower of bones stretch- 
Jng from the village square up to the sun 
itself! Aha! Tail of the SunW Yes, it’s all 
beginning to fit together now... 

* Yes, there’s angular polygon mon¬ 
sters and some limited polygon pop-up 
4n the horizon, but the sheer peaceful- 
ness and strangeness of this title had 
me hooked for days at a time. There’s 
simply so much to explore as your tribe 
becomes more and more proficient, 
Hhat you’11 go from a skeptic to a full- 
fledged Tail of the Sun fanatic like me, 
Lconstantly on the look-out and actually 
living the Wild, Pure, Simple Life. 
Novel, in-depth, very relaxing and fun; 
•the best caveman simulation ever!! 
Just don’t become too attached 
to your caveman, okay? Well 
done to Sony for giving this 
$ the US release it deserves 
^ and who knows, perhaps ’ 

Parappa and Rapper JtEÊÊÊËbL ; 
ÉL could be next... jÉW 
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THE PC SMASH MAKES A SMOOTH TRANSITION TO THE PLAYSTATION! 


É - * WÈk • | was cunous as to how 
§■* 'f|lR I Activision was going to con- 

" i t" r Ivert MechWarrior 2 to the 

\ - || home platforms. In its original 

< PC form it was a complex 

■ 4 ? action/strategy simulator 
r.. ' ; with the emphasis placed 

firmly on _ N _ 

strategy. would the PS version ' g: a T i ‘ u ‘ a ** l i 
retain the same deep, tactical gameplay? '^ r 7 
Well, in a word, no. 

in order to cater to the 'shallow' con¬ 
sole market, Activision has re-jigged the 
MechWarrior formula and switched the 
emphasis from strategy to action. The Controls 
have been simplified (a necessity given PC 
MW2's reliance on keyboard commands) and the 
pace has been upped, with more enemy mechs per 
mission and the addition of arcade style power-ups like 
Stealth, Speed and invincibility to give the game a more 


traditional shoot-'em-up feel. ff 
Has this shift in balance ff 
worked? Well, kind of... ff - f . ) \ 

As with the PC original your i - -V- , 

objective in MW2 is to rise up . / 

through the ranks of your cho- 
sen clan by successfully com- 
pleting the 

V ÜL missions in your campaign. There 

7^ are 48 missions in total, evenly split 
between the two clans (Wolf and Falcon), 
with 16 all new missions exclusive to the 
►"r home consoles. All the PC missions have 

been modified to include more action 
and destruction than their PC counterparts, while 
the console exclusive missions feature some nice 
twists on the usual MW2 objectives. 

Before you enter battle you get to choose from a wide 
range of mechs (all taken from the BattleMech universe), 
each balanced in terms of physical attributes and 


KNIGHTMARE 

MECHWARRIOR, 
ARCADE STYLE! 










































































FORGET THE STRATEGY! 
BLAST ENEMY MECHS APART 
IN FULL-BLOWN FUTURE WAR! 
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16 ALL NEW MISSIONS EXCLUSIVE TO THE HOME CONSOLES!!! 




weapons, and you'l! find that certain 
Mechs are more effective on particular 
missions than others. While selecting 
your Mech, you also get to choose 
which weapons you want to group 
together to fire simultaneously, 
although the more power you lump 
into one blast, the quicker your mech 
overheats. 

Technically, Activision has done a 
good job of replicating the PC's 
aesthetics. The graphics are ok— 
nothing special, but not too bad 
either. Even though the mechs are 
pretty basic in terms of number of 
polygons, their actual design is cool, 
and the lighting effects are a nice 
bonus. Just don't expect your PS to 


Activision's intention of making MW2 
more action orientated, you stilt can't 
treat the game as a straightforward 
blaster. Just wading in with all guns 
blazing is a sure-fire way to get your 
ass kicked pronto. You need to 
approach each arena strategically, 
making sure you keep geographic 
superiority at all times and picking off 
foes from a distance. 

And that's MW2's main problem. It 
doesn't know whether it wants to be 
an arcade-style shooter or a simula- 
tion. There is a lot of action, but 
because of the limited 'simulation' style 
control of your mech, the pace is fairly 
slow, and ultimately it all gets a bit 
repetitive. The different mission sce- 


replicate the crisp hi-res visuals of the PC. Be content 
with a decent frame rate! A mention must also go to 
the new sound effects and music, which are excellent, 
and really contribute to the overall experience. 

The control system actually translates surprisingly well 
to the PS pad, with every button employed for a particular 
function. it's been simplified from the PC mouse/keyboard 
set up, but the feel of piloting a huge war machine remains 
intact. Just like the PC, your mech can't strafe or make 
quick maneuvers—dodging is impossible—and ultimately 
it's more like a simulation than an action game. Despite 


narios go some way towards spicing things up a little, but 
no matter what your mission objective, it always comes to 
down to the same old thing: shooting mechs. 

I hope that doesn't all sound too negative. l had a lot of 
fun with MW2 and if you're a fan of the genre, so will you. 
It's a good conversion and certainly the best of its kind 
currently available for the PS (way better than Krazy Ivan). 
It's not perfect, not by a long shot, but if you’re willing to 
put up with a few basic flaws you'll discover a sophisti¬ 
cated and engaging mech sim that should more than sat- 
isfy any PS owners hungry for mech combat. K 


Check us out os. me at - ht°tp://www.gatnefan,c.csT 
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Sony and 
Media Vision'» 
KPG 

masterpiece 
coraes to the 
U.S... 














M ^i8ag«aWiy|. 

B fs finally beginning to look üke the American video game market understands 
RPGs. thanks in no smalt part to Sony. Look at the PlayStation’s track record 
The US has onfy niissed two major RPGs, Are the Lad I and II, (Wait, make 
that three: we rnissëd Popolocrois. But trust me, you didn’t want it in the first 
place) that Japanése Playstation owners got. Thankfully, Sony 
is coritinuing this newfy established tradition (quite 
rapidly; the Japanese version of this game came 
out in late December!) with Wild Arms. 

Wild Arms takes pface ia the land of Filgaia, 
a country with rich folklore öescribing a 
race of demons who were destroyed 
by an army of metal-skinned 


>j; V>U?lK»i 


giants. Supposedly, 

these events took place over 1000 
years ago. These tales were thought to be 
mere legends, until archaeologicafdigs began 
to unearth incredibly advanced technology like 
giant mechanical golems and weapons known as 
ARMs, or Ancient Relic Machines Several ARMs turn 
up. but only a tiny percentage of the population can syn¬ 
chronie with them. One of these people is the 15-year-old Rudy, 
one of the adventurers the people of Filgaia call “Dream Chasers.” 
He. aleng with fellow adventuren Jack Van Burace, and Cecilia, the 
maoe-princess of Adlehyde, are about to embark on a journey that 
wili change the face of their world and fcrce them to learnfFuth 
abcut their personal histories they d just as soon forget 
Wild Arms is hichly derivative cf past RPGs, but it borrows 
trom aii the right games—action RPG element? (likë Bombs. wire 
hcoks and wbatnot) front Ze'da, puzzfes trom Luf’a II, and battles 
from F!na> Fantasy (in fact, this combat system is so close to FFVIfs 
that it’s scary... three party members. '•jirnif attacks. summon 
speffs...). Aii this adds up to an extremely entertaining and ntüch 
!ess sedate RPG engine than what we're used to. Plaving Wild 
Arms is just. well. fun: Vou’re not constricted to normaï overheac 
RPG Controls... You ca'rrdaslt, jump from high places. and have iois 
of memmen! with ad three characters’ “Goods.” 


Wiid Arms is ah ai 
feature that just... \ 
pening beiew, our >:• 
peps as soon as it : 
ROOM. Does that f 
go arouncf nuriing 


Óiazingiy great game and all, but it contains one 
well, oisturbs me. If you can t teil what s hap- 
ntrepicT herc Rudy chucks a cftfcken. whlcfv, ér 
hits Ine grounti. Wftat's >eh ben-nd? A MUSH* 
can’t teach uur ehitóren ic 
.hiny psycheoe !J c treats: 


Prote st! Start a letter-writing 














S rn rnmmm m^. 

Ah yes, the “Goods” system. As has been said before in the pages of 
GameFan, every modern Japanese RPG has to have a few “new systems,*’ which | 
have gotten rather twisted of late (“Tri-Mode No Interruption Free Roam System!!" 

“Zapping Active Battle Exchange System!!,” etc., etc...). With flagrant dis- . 
regard for Japanese RPG naming rules, Wild Arms plays it simple f 
with the “Goods System.” In concept, however. it is anything 
but: Each character gains four items unique to them that 
can be used at any time. For instance, Rudy has 4 
bombs, a roller dash, and the Treasure Call, * 
which allows you to see hidden treasures in 1 
towns and such... Needless to say, an 
item I very much desire in other 


RPGs! Jack has a lighter, a 
wire hook and his pet wind rat Hanpan, who can 

»» retrieve items or push switches that are beyond 

crevices. Cecilia has the Tear, which can open special- 
ly sealed passages, a watch that can turn back time and a 
mssumm wancl that allows her to communicate with animals. 

The polygonal battles are truly a sight to behold, with beautiful 
spells and summoned beasts. And theyïe highly strategie, as well. 
Unfortunately, once you’ve experienced Fina! Fantasy Vff s battles, 
Wild Arms' look... uh... No. I can’t candy-coat this: They look less 
than spectacular. I must commend Sony for bringlng Wi/d 
Arms out before FFVII—\ was quite impressed 
wiïhtre japanese Wild Arms, but this American 
preview was hard to do after finishing FFVII. 

Ignore that. though. Most of you won’tsee FFVII I 

for a few months after Wild Arms comes out; rest d 
v assured that these battles are the greatest you’ve J 
ever seen and will see untii September 7th. E 

The American version of Wild Arms we received É 
was decently-transiated. with few names changed. it I ^ JÊk JÉ 
was onfy o!ayab?e for abcut three hours (most of the ’ 

shots in’this layout. unfortunately, are trom the ^ m 

Japanese version) so expect a much more in-depth ik ^ 

iook at WA next Issue, perhaps with a review of the 
finai American game. From playlng the Japanese origl- 
nai, i can already teil you that Wild Arms wili be one of 
\ the best RPGs ever released in this country, and will fill in ■ |H| 
the time between SuiRoden and FFVII perfectly. - M ^ 
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ameFan first made the public aware of 
lm Core's Swagman way back in Volume 3, 
Issue 3. Yes, that was quite a while , JM 
igo # but the game is finally nearing comple- 'VA 
:ion. And even though many moons have j* iW 
Dassed, the graphic prowess of this title still 

In Swagman, you take control of Zack or . 
Hannah in their quest to defeat the vile ,] 
Swagman and rescue Dream Fly, protector ! 
of the happy dreams. Travel through seven- “ 
teen stages of rendered scenery swapping 
characters and doing your best to make it through 
unscathed. The game really starts to get interesting once you 
reach the DreamWorld. Here, your characters transform into 
DreamBeasts and take on a whole new set of powers. 

This being a preview, I won't go too in-depth into the actual play 
mechanics. What I saw looked fairly basic, but was well done. You 
have the ability to jump, piek up items, swing your flashlight, etc. 

You're character doesn't zoom around on screen, but it does con- "" 
trol well. So I have faith in Core to deliver the gameplay 
goods. They've generally kept me quite pleased in the 
past, so I can only hope for the same here. At the 
' m ,. m very least however, I have seen how this game looks, “ 

and it's very impressive. 


SUBSTANCE D 

The Swagman 
cometh! 
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Graphically, the look is stellar. 
Take the shadows, for instance. 
They actually move with your char- 
acter and flow over objects based 
on the position of the light 
source. Add to this, mega ani- 
mation, color, and effects and 
you have a fine looking game 
on your hands. 

Hopefully Core will imbue 
this title with gameplay to 
match its outstanding visu- 


als. It certainly looks original 
and the cool dream premise 
reminds me of that other sur- 
real masterpiece, Sonic 
Team's NiGHTS. Core certain¬ 
ly has a fine track record thus 
far, and they've been work- 
ing on Swagman for a long 
time. Let's hope they spent that 
time wisely. If so, look for a 
glowing review as soon as a final 
version is available. SD 
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B ack in 1985, LucasFilm Games intro- 
duced the original BallBlazer. 
Developed for the Atari and 
Commodore platforms, BallBlazer was one 
of the most advanced games of its time. 
Just imagine: It’s 1985, you’re coming off 
years of intense 4k gaming (I was, anyway, 
in my little ColecoVision universe), and a 
futuristic first-person blaster comes along 
out of nowhere, 


Players toiled over the 
ultra-fast-paced 3D experience, vying to 
attain the coveted rank of ‘Master Blazer/ 
Now, LucasArts hopes to re-capture the breakthrough clas¬ 
sic, with the all-new BallBlazer Champions for the PS. 

Champions takes place on an artificial asteroid created 
expressly for the Interstellar BallBlazer Championship. 
The IBC brings in competitors from across the galaxy— 
pilots who command powerful hovercraft-like vehi- 
; /Vh cles called “Rotofoils, 


The IBC committee made 


Playstation 


steal” and special dodges). 
You’re in a giant 3D stadium each time 
you fight, so learning the layout and 
practicing your maneuvers is essential. 

We haven’t had a chance to sit down 
and take this game apart yet. but more 
in-depth gameplay information should 
be coming èoon. If everything comes 
together, BallBlazer Champions should 
be a heek of a comeback classic. G 


certain the object of the game was simple: Score more 
goals than your opponent. Friendly sportsmanship? Not 
so. The BallBlazer universe is perpetually at war, and this 
tournament replaces the bloodshed with sport over two 
weeks, every year. Why do they continue to fight? 
Nobody knows. The network executives need it, the fans 
love it, and the historians watch on helplessly. 

So how do you play? You choose one of 8 champions, cus- 
tomize your Rotofoil, and enter the competition. The ball in 
this game is the “plasmorb,” : 

and Rotofoil energy is ~— 

required when holding it. ^ 

when 


shooting, and when i| ; : 
performing various maneu- || 
vers (such as the ‘ plasmorb # ^ ^ 


GLITCH 

Another cooi ciassic 
getting a 32-bit face 
lift! 


liffi ALKEN CHAMPIONS Wil: FOR! THE TULE M MASTER BLAZER!! 


























































The ultimate strategy game 


Dozens of close-ups and action shots 


Over 40 missions on two CD-ROMs 


Playstation 


Also available on DOS, Windows", Windows' 95 & Macintosh' CD-ROM. 


irademarks of Sony Computer Entertainment, Ine. 


md & Conquer is a frad .mark of Westv/ood Studios, !nc C 1991), 1996 Westwood Studios, !nc All r'jhfs reserved. Sony PlayStofion and the PioyStaiión l(qfo Qf$i 


Windows 95 are regisiersd frademarks of Microsoft Corporation. Macintosh is a registerr.--. 
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EXCLUSIVE FIRST LOOK!, 


BLACK-OPS UNDERWATER EXTRAVAGANZA 
TREASURES OF THE DEEP! 


jtibfcgln Treasures of the Deep you 
, : ’'SR-;V.n Ja*^^^Hpiay the part of Jack 

Runyan, and ex-Navy 5eal turned rogue mercenary who travele the globe 
on a never-ending search for u ndereea fortunes. Dy retrieving treasures 
you can make money to upgrade your vehicle with new weapons and equip- 
ment, which you will need in future operations to stop terrorist Simon 
Dlack from detonating the world’s undersea fault lines. Your quest will 
take you to locations like the Dermuda Triangle, the undersea caves of the 
Yucatan Peninsula, the Marianas Trench, the icy caverne of Antarctica 
and the shark-infested waters of the Great Darrier Reef. Cool. 
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Name. 


Address. 


City. 


State. 


Zip. 


Make checks (US funds) payable to: GameFan. 

5137 Clareton Drive, Suite 210, Agoura Hills, CA 91301. 


lUight Warniors. 

@ $8.95. 

..$ 

Dapkstalkens. 

@ $8.95. 

..$ 

Suoer Mapio 64 . 

@ $9.95. 

..$ 

MK Trilogy.. 

@ $9.95. 

..$ 

SoulBlade. 

@ $9.95. 

..$ 

Pepsona. 

@ $9.95. 

..$ 

Die Hapd Trilogv.. 

@ $9.95. 

..$ 

Independence Day.. 

@ $9.95. 

..$ 

_Tupok: Dinosaup Hunter... 

@ $9.95. 

..$ 

_Stpeet Fightep Alpha 2.... 

@ $9.95. 

..$ 

Shipping & Handling. 

@ $1.59 ea... 

..$ 

(Foreign add $3 ea.) 
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headed off course into a popu- (each with a different technique 

lated area. The Chemicals being transported are highly unsta- for destroying buildings) and around 50 more ‘assisting’vehicles, 

le, and should the carrier collide with any obstacles, it will explode with each with their own utilitarian function. For instance, freight trains and 

ie force of a small nuclear weapon. And that would be bad. As a mem- cranes can be used to transport other vehicles to inaccessible areas, 

er of the titular Blast Corps—a crack team of demolition experts—it’s while cars and vans are often the fastest way to get from point A to point 

Dur job to ensure that the carrier gets a smooth ride through each of the B. There’s even the A-Team van in there somewhere! 

ame’s 60+ levels...by whatever means necessary. Blast Corps is structured around three main global ‘stages,’ each con- 

Each level contains a set number of vehicles dotted around the land- taining a set number of levels that must be completed before you can 
:ape (fföm a total of around 50) and you must use these vehicles appro- progress to the next stage. There are around 60 levels in total (includ- 

ROBOTS CAN SMASH CONCRETE WITH EASE! THREE TOUGH DROIDS TO CHOOSE FROM! 


*$> 101 # 


$120000 





POWERSLIDE THE DUMP TRUCK FOR GREATER DAMAGE! 


IS TOUGH GOING! 






ing a vast number of secret and bonus levels) and the further you get 
into the game, the more complex your task becomes. Not only do you 
have to destroy buildings but you have to fill in holes, bridge rivers, 
transport TNT crates to demolish particu- 
larly stubborn structures, 
and all the while the carrier 
is closing in. 

However, clearing a path 
for the Chemical carrier isn’t 
the only mission in Blast 
Corps. Once a level has been 
successfully completed you 
can return to it at any time to 
attempt one of the secondary 
objectives. Destroy buildings 
to earn extra money, or search 
the landscape for hidden vehi- 
cles, Radiation Dispersal Units 
(which open sub-levels) and six 
hidden scientists who unlock 
secret that’s ‘out of this world 
These secrets add an extra layer of depth to the game and keep you 
playing long past the point of completion. 

The graphics are impressive, as you would expect from Rare. The 
objects themselves aren’t that exceptional (the pastel colors seem a bit 
out of place) but the explosions are cool, the vehicles move realistically 
and the whole landscape is convincingly portrayed with little slow-down 
and no clipping. You couldn’t do this on any other system. The sound 


■ 


NEW TACTICS ARE 
SUCCEED WITH THE 


REQUIRED TO 
DUNE BUGGY! 

effects are also appropriate enough, while the music is a strange mixture 
of ’7<ds funk, ambient and barn trance! 

But on to the million dollar question: How does the game actually 
play? Well, I think opinions are going to vary over this one folks, but per- 
sonally, I really enjoyed Blast Corps. I admit a few of the vehicles are way 
too difficult to control (such as the Back Lash), and the gameplay is 
fraught with frustration, but overall, I got a real kick out of the whole mass 
destruction thing. Sure it has its problems, but when it comes down to it, 
you can’t beat a good bit of industrial vandalism once in a while. 

Blast Corps is definitely not for everyone. If you’re looking for instant 
gratification in a game, you won’t find it here. But if you’re looking for 
something a little different, then Blast Corps ’ unique blend of action, 
destruction and puzzles may well be just what the doctor ordered. I 
would say that Blast Corps has all the indications of being a sleeper hit, 
except that every N64 game released here these days is a guaranteed 
chart topper ( Cruis’n USA was complete poo and that’s still on the 
charts!). I guess when you’re starving, anything tastes good. K 



SEARCH FOR ALTERNATIVE VEHICLES TO CONTINUE THE CARNAGE! IT S A BLAST!! 
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An original game is 
a RARE thing indeed. 
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If there’s one genre the N64 isn’t exactly known for, 
it’s 3D fighting games. (Actually, are there any genres it 
is known for...?) Besides Hudson’s Dual Heroes , which 
hasn’t even been announced for an American release, 
there’s nothing. Enter Vic Tokai’s Dark Rift , a game 
that was originally announced for the Playstation but 

differences with 


was scrapped due to... shall we say. 

Sony over a lovely little game called Criticom. 

Though we haven’t actually seen the N64 ver 
sion in motion (at last year’s E3 we saw the 
■“O game running on a Playstation at 60fps, 
j||M with motion blurs and multi-layer parallax m i i 
| ® backgrounds... it was gorgeous, to say the Jjrï 
H least,) Vic Tokai boasts that it will bestow ir/i 
upon us “blazing frame rates, optical 
mjjj^ motion capture animation and intense fog 
jjTfl mood enhancing.” Let’s hope that the fog wT* 
I in Dark Rift is more, uh, mood enhancing m 
Ki than in other N64 games... 

Dark Rift features eight playable char- 
IPiJ acters, two bosses, Tekken-like ten-hit com- 

bos, side-steps, chain combos, and Kl-style pt j 
Uy combo breakers. Little else, such as jr ! 1 
specifics about what type of special move mm 
m °tions are in the game, is known. We SUL 
M should have a hands-on preview of Dark ||J; 
yiK! Rift sometime soon. NR 


NICK ROX Cj 

From the 
makers of 
criticom!! 
jeeyah! r 
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Picture*! aboves 

lobotron Xi Right, 


dtion of the two-handed technique: Center, a demo shot of 
iered art, which may be used as the cover for the packaging. 


Robotron X for the Nintendo 64 is well 
under way by the same team that 
brought us the stellar PS version; 

Player One. We recently made our 
way to sunny Santa-Monica tT 
to see what gamers could 
excpect from this classic 
blaster on the most powerful 
console in the known urn- 
verse. As of 2/24 the gai 
was about 70% complete with all of 
the graphics and model d 
ished, but yet to be placed into thé 
actual game. The N64 version will fea 
ture 200 levels, like the PS version, but, 
according to designer George Weising, it 
will feature a few things not found on the P! 
version as well. These “extras” include a first- 
person perspective mode, improved enemy AI, dual- 
analog controller mode (see picture, below), music which 


increasingly accelerates toward the end 
of each level, and best of all, the final 
evel features a yet unseen end boss! 
The fourteen techno tracks (complete- 
ly recomposed from the PS 
game) use 6-8 sound chan- 
nels, and at this point, it’s 
already the best we’ve 
heard from the N64. As 
expected, the player’s level 
status, controller configurations 
and option settings can all be saved 
to memory card. A jolt pack option 
ay be added also, if the specs are 
ecieved in time. If all goes well, we 
should be obtaining a preview copy of 
Robotron X for the next issue, as well as an 
interview with Player One, where we just may 
earn what they’ve got in the works following this 
amazing title. The Enquirer 
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due in June (USA), is the 


TULE HEXEN Hexen 

COMPANY GTINTERAGTIUE 1 st corridor game to feature 2 or 
ETA MAR. JPN. - JUNE US 4 player multi-screen carnage. 

- i-coRRlDOR -Uhe g ame i s aiso a lot cleaner 

graphically than its FS and SS counterparts. We should 
have a bona fide hands on preview for you next month. This 
great corridor game will be a welcome sight indeed. 


TULE 

COMPANY 

ETA 

GENRE 


ZELDA 64 
NINTENDO 
SUMMER-JPN. 
ACTION/RPG 


Finally, some actual sereens (as opposed to the mock ups we’ve been get- 
ting) of Goemon 5. The engine looks very “It’s-a-me!” but the gameplay 
should be quite unique. Look for a more platform-oriented adventure. G5 
is due in Japan this May, with a US version probably around Christmas. 


TULE 

COMPANY 

ETA 

GENRE 


The latest on Zelda is 
news that the game will 
now be introduced in cart 
form (124m) and then new 
scenarios will be intro¬ 
duced which will attach to 
the quest via 64DD. Look 
for Zelda 64 this Summer 
in Japan and later this 
year in the USA. 


The next big eventw, 

for the N64 is defi- L ' 

nitely StarFox 64. 

If the Nintendo 64’s l^^/ rl ■ JET 
3D capabilities are to be tested, this will 
be the ultimate testing ground. The game 
features “me-to” levels similar to the 
I t ... I original along with 

HP “go anywhere” lev- 
els where you and 
the crew fight free 
^ f of directional 

restraints. StarFox 
64 also features 

-I split-screen play 

for up to 4 players in battle mode and 
ground assaults. The game is 96 megs 
big and blessed by Miyamoto and his 
crack squad of designers and artists. 
Starfox lands in Japan this April and here 
this June, 
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GENRT . 1 


STARFOX 64 
NINTENDO 
APRIL JPN. - 
SHOOTER 
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choly dusk, the setting sim painting every- 
thing orange. The game is even more breath- 
takirig once you reach the City of Moons. 
Here the color palette is cool, with great, 
dreamlike bridges and pools of water. Even 
with the Saturn’s lack of prowess with FMV 
(which is surprisingly well handled here), the 
game looks fantastic. 

As far as the gameplay is concerned, there 
is less puzzle solving than D. It’s mostly 
about finding items and then finding the 
proper place to use them. There’s nothing 
terrible tricky or vexing, it’s simply a matter 
of looking everywhere and speaking to every- 
one. Certain items won’t appear unless a par- 
ticular conversation has been triggered. This 
may stump you a couple of times. 

In the music department, Lunacy benefits 
from a beautiful, delicately composed sound¬ 
track. As much as the actual look of the 
game, the music soaks the environment in 
atmosphere. It’s a really great sounding 
score that suits the mood of the game per- 
fectly. As for the dubbing, the voice quality 
is fine, though the translation and readings 
are a bit odd at times. Hevel in phrases like, 
“This town is a nut farm. I’m getting the 
heil out of here,” or, “The name that 
they call me is Fred.” 

ïf you thought D was the bee’s 
knees, Lunacv is right up vour 
alley. " The FMV is 
supremely well done, 
the music’s gor- 
feous and the story 
Mn* is nice and surreaï. 

On the other hand, 
you may not like 
FMV games, and if 
that’s the case, you’11 
probably won’t 

change your mind on 
gé Lunacy’s ^behalf. 

gT Certainly it’s not the 

^ kind of game you 

can play over and 
over. SD 


J games from our waitirig hands. 
Somehow, Lunacy made it. 

Some of you may recall seeing the 
Japanese version of this game (called Torico) 
a little while ago in the pages of GameFan. 
In the interim, the game has received a shiny 
new English voice track, allowing the game 
to be enjoyed by all English speaking 
humans of the world. 

You play Fred, a poor soul who’s memorv 
was lost four years ago. Since then, you have 
been wandering from village to village search- 
ing for your true identity, along with the 
meaning of the strange crescent tattoo on 
your forehead. As Lunacy opens, you find 
yourself in a mysterious village known as 
Misty Town. You quickly discover that the 
only way you can leavè Misty Town and 
regain your memorv is by finding the ethere- 
al City of Moons. So Lunacy begins. 

In the tradition of War])’s inspired D, 
Lunacy is all streamed FMV. In other words, 
you move around within the 
game world in spurts 
from one “hot” spot to 
the next. Of course, a 
level of control is 
removed from the 
player’s hands, but the 
upshot of it is a beauti- 
fully realized and Jj v 

detailed environment— 
much more so than 
would be possible if it 
were all real time. 

Everything in life is a com- 

promise of sorts, I suppose. » v 

But I can live with that, ' 1 W 

for the look and atmos- K \Sjj| 

phere of this game is 

just wonderful. IVÏisty 

Town is lit in a melan-* 
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THE NAME THAT 
THEY CALL ME 
IS FRED. ^ 
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this one 


imo 


S ome of my fondest gaming memories stem from my experience with the old 
NES Contra . Images of that game still flow freely throughout my synaptic 
pathways. We’re a long way from 8-bit these days, and you would expect a 
32-bit version of a classic NES side-scroller to be beyond awesome. By all rights, 
it should be. It would seem, however, that Konami dropped the ball on this one. 
If you were hoping for the classic Contra experience, be prepared to be a little dis- 
appointed. 

Their first mistake in updating the classic Contra series was a fatal one. For 
some unfathomable reason, this game was not even developed in-house 
by Konami. It was instead farmed out to Appaloosa 
Software. Why such a hallmark of 
Konami’s past would 


5ELEC T FWPiEE 






hands 

evade 


be put into the 
of someone else will forever 
my intellectual grasp. It just shouldn’t be. 

Some of you may have played the Playstation version that preceded 
This is essentially the same game. The frame rate is a bit smoother, but the 


textures are of lower quality. The fact that I am even speaking of textures is the first tip-off that something 
is not right here. Contra , and the style of play that it encompasses, was never meant to be in 3D. I appreciate 
progress and all, but if Konami wanted to make a 3D ground-based shooter, they should have done something 
original instead of tarnishing the Contra name. 

Still, I could accept a 3D Contra if it was incredibly well done, but this game comes nowhere near incredibly well 
done. Perhaps most maddening is the atrocious collision detection. Something that should be intuitive and enjoyable, 
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intuitive. 


is handled in a way as to cause even 




like jumping up to a plat¬ 
form, becomes an exercise 
in frustration. Couple the 
poor collision with the 
sloppy joe control and 
you’re in for a hair-pulling, 
controller-throwing, 
“great” time. And speak- 


ing of bad control, some- 


B 1 

—* - -—■— . 2 —~ thing else that should be 1 

,v. ar - 



more frustration. Instead of holding one of the shoulder buttons to strafe, you are required 
to click it once to activate it and click it again to deactivate it. With bullets coming at you 
from all angles, this is not fun. Playing the game should be the challenge, not wrestling with 
the control. And while I’m on the subject of challenge, 1 must point out the extreme difficulty 
! ?. of this game. The Contra series has always been about being hard, but this one is hard 
in an artificial way. When you die, you don’t blame yourself, as in a . ^ ^ 

0 good game. Instead, you curse the erratic con- ^ r ,—~~— ; ^ ; 

trol and murky collision. 


t DO I IB I &3 lOB k 

‘Takea^fëaFa'fti 
arcade with a couple of 

n\T ri 


1 W 

In addition, the 
characters you can choose from 
are lame and completely out of place in the 
Contra universe. They’re more like characters 
from the European Probotector version. Even 
the character select screen is cheesy. Each 
character has a terrible looking, American- 
style animation that does nothing more than 
slow down your ability to scroll through and 
select your on-screen persona. 

Surely there must be some things good about 
this game, you may say. Well, there are. The 
music’s actually pretty good. Oh, and there are 
some decent boss encounters and a couple of cool 
little hidden games. Well, they aren’t that hid- 
den, but they are a nice diversion nonetheless. 

I could see the reasoning behind doing a 3D ver¬ 
sion for Playstation, as it is a Sony directive to 
work in 3D as much as possible. Of course, that’s 
no excuse, but at least there’s some kind of rea¬ 
soning behind it, flawed though it may be. But on 
a 2D powerhouse such as the Sega Saturn, I can 
only dream of the lush, sprite filled, and intense 
shooting scroller Konami could’ve done. SD 


... 
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- TECHNIQUES OVER 

—TT . CHARACTER ANIMATI0NS’ 30 DIFFERENT ENEMIES. 


W hile, for the most part, 32-bit technology has meant a marked 
improvement in most game genres, there is one type of game 
that seems to have resisted the advance: the side scrolling 
beat-’em-up. Pm a big fan of the genre [Final Fight and Streets Of Rage 
2 rule), and it pains me that I can count the number of decent PS and 
Saturn scrolling beat-’em-ups on one hand... with no fingers. It’s a sad 
state of affairs when the 32-bit genre leader is the distinctly average 
Batman Forever. 


able to include real-time cut scenes, and best of all, an interactive cam¬ 
era system that intelligently zooms and pans to frame the action. The 
overall aesthetic quality is highly impressive, and it really gives you the 
feeling that you’re playing a ‘grown up’ beat-’em-up—sort of Final Figt 
meets Virtua Fighter. 


two-player battle ^^Z% U partTpIv 

L A OFFICE TOWER! WELCOME TO THE PARTY, P • 

Vl 1 * __, FIGHT UNIQUE VILLAINS 

-£-^==—=—^1 gjjj..-.-..' THROUGH 5 STAGES WITH 

-ÖEci ■=^=^^==-==^-=^- --- - MULTIPLE LEVELS! 


But wait! Hope is on 
the horizon (well, for 
Saturn owners at 
least). Sega has finally 
gotten around to releasing AM I’s smash ST-V hit Dynamite Deka in 
the States, albeit under a new name: Die Hard Arcade . As with pre- 


The VF con- 
nection isn’t y 

just limited to ■ 

the graphics 
either. Some of DHA’s 

moves are taken directly from VF (e.g. Wolf’s 


vious ST-V games, it’s an arcade-perfect conversion (except for the Giant Swing, Kage’s uppercut) while the basic gameplay has a real VF 



CD loading), and as anyone who’s played the coin-op will know, feel. The recoveiy times and collision detection aren’t as harsh as VF, 

that’s definitely good news. but a lot of the moves are executed in a similar fashion—i.e., PPK- 

So what makes Die Hard Arcade so special? Well, for one thing, it’s derivative combos as opposed to just furiously tapping the buttons. 

3D. Ok, so that’s not that special, but I think it’s a first for a beat-’em- At first Die Hard Arcade seems almost unreasonably difficult, but 
up of this kind. Admittedly the polygon count per character isn’t that as with most AM games, delve a bit deeper and you’ll soon discover 

high, but the environments are fully 3D, the textures are clean and that there’s more depth than meets the eye. There are combos to be 

there’s never any slow-down, no matter how many enemies are on- learned, throws to be perfected and mastering the basic mechanics 

screen (normally a lot). Because of the polygon visuals, AM1 has been of combat is a real challenge. 

USE PUNCHES, KICKS, THROWS AND HEAVY ARTILLERY TO DEFEAT THE TERRORISTS! 
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But, hey, not that challenging. After all. Die Hard Arcade 
is a beat-’em-up, and beat-’em-ups are all about fun. It may 
take a bit longer to get into than your usual Capcom fist- 
fest, but the premise is still the same: pummel everyone! 
You and a friend face a seemingly un-ending barrage of 
thugs, ninjas, robots and gun-toting perps as you travel 
through a variety of cool environments in your bid to save 
the Presidentes daughter. You’re not just limited to your 
fists either: Literally anything you can see can be used as 
a weapon: furniture, brooms, broken bottles, pepper shak¬ 
ers, axes, swords, chairs, anything!! However, by far the 


most effective weapons are the guns. 

Now there have been beat-’em-ups witli guns before but 
never anything quite this excessive. Whether it’s a Beretta, 
an H&K, a rocket launcher or even an anti-tank gun (which 
really has no business being in a beat-’em-up), the feeling 
you get from mercilessly gunning down your enemy before 
they can even lay a finger on you is hugely satisfying. You 
can store up to five clips at once, and it’s possible to com¬ 
plete whole sections of the game just by laying down some John Woo-style gunplayflf 
Die Hard Arcade is not perfect. The graphics are occasionally glitchy, and more 
seriously, the whole experience is way to short. You can earn yourself almost 
unlimited credits by scoring on the accompanying 8-bit Deep Scan game (eaming 
credits, now there’s a thought), thus making it possible to blunder through the 
I. lapF 8 * 


yippee-kai-ay, IVlUDDY FUNSTER! 


GET IN RANGE 

__ SAXVi i 


CLOSE ON THE ENEMY AND USETH^GRAR^ff^ur 

" ™ EN * rO WERFUL CRAB TECHNIQUE’ 15 THROWS TO CHOof E «o ^ 


- Ml mm 


whole game on your first go. Personally I enjoy seeing how far I can get 
on just one credit (like Banking Mode from Virtua Cop 2 }, but if you’re 
the kind of gamer who feels they’ve beaten a game once they’ve com- 
pleted it, you’ll probably want to look elsewhere. 


Still, there’s no denying that Die 
Hard Arcade represents a signifi¬ 
cant step forward for the scrolling 
beat-’em-up (even though it doesn’t 
really scroll). AM1 has provided a 
fresli slant on a well-worn genre 
while at the same time delivering 
some good, solid, old school action. It’s the best of its kind—a mil- 
lion times better than Batman Forever (ironically another ST-V 
game)—and a heaven send for beat-’em-up fans like myself. K 
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WHEN YOU WANT SOMETHING DEAD, A GUN IS AS CLOSE AS THE 
NEAREST VENDING MACHINE. BUT WHEN YOU WANT SOMETHING 
DEAD AND YOU’RE NOT UP TO THE JOB YOU WANT A SCUD. 


Pavlov, Nathan Twist... 
even The Head of Jayne 

Mansfield... They all 
V found SCUD and 

J S? they all got 
#' killed. 


U nless you frequent the intriguing world of under¬ 
ground comics, you’ve probably never heard of 
SCUD. A SCUD, by definition, is a disposable 
assassin (hence the title). If you want something 
dead but don’t wanna get your hands dirty, you need 
only visit your local SCUD vending machine. As our 
story begins, Herschel, who’s being held responsi- 
ble for the mad robot SCUD calls ‘JEFF’ which is 
loose in the mannequin factory (it slams one kid 
T1/ into the ground and them slaps him bursting and 
ISïfff gushing against the screen, then rips another in 
half), dispenses a SCUD to take care of busi¬ 
ness. This SCUD, however, has overridden its program- 
ming and has a will to live. Normally, a SCUD self- 


E. STORM 

I could really 
use one of these 
SCUDS... 


iDEVELOPER - SEGASOFT | [ 

OF PLAYERS -1-2 



IPUBLISHER - SEGA 1 j 

JIFFICULTY - ADVANCED 
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destructs after its 1 st kill. But instead of killing its targets, this 
pA\SCUD seriously wounds them and then keeps them alive on life 

support. Of course, this oosts money, and so SCUD must offer his 
t\ services as an assassin for hire, in order to stay alive. 

U Meanwhile, ASGARD (the evil Corporation in our adventure) 

a ' \ wants SCUD eliminated and so, our noodle-haired vixen (see 

\ intro shots opposite page) sends out the fearsome ‘AM minus 2’ 
\ to do away with the runaway robot. All of this is set up and 
\\ maintained brilliantly throughout the game via some high-quality 

__ (funny, too) FMV sequences. 

SCUD can be played by one or two players, one with a gun or 
mouse, while the other Controls SCUD with a pad, or, by one player with 
Standard Controls (jump, kick, duck, and shoot) or just the gun. I can't 
stand 2-player action or gun games so I braved it on my own. 

The 2D sequences take place on beautifully rendered & animated back- 

,_ grounds and consist of mild plat- 

\ \ forming and non-stop shooting. 
BI \\ SCUD can shoot the enemies’ 

- -n \\ shots, but they shoot high and 
V' 1 '*• \ÊÊ \ \\i low at a fever pitch, so this isn’t 

^ f \\ as simple as it sounds. SCUD 
\\ I . J r % \\ can also swipe enemies at 

\\ : . f j ' m ’iiW close range, which produces a 

\\ ^ : *4* A\ slightly pixelly close ^ 


\ -up encounter. When 

^ - SCUD switches to the 3D gun mode ^ B 1 

'ty (FMV backgrounds with nicely animated sprites coming directly at the player) SCUD zips 

back and a crosshair appears. A diverse element, yes, but a fun one... well, perhaps for some. I’ve 
never liked gun games and so this is a feature I can live without. 

For the most part SCUD is a basic side-scroller laced with rendered characters, digitized explo- 
sions, generous parallax, gruesome hits, and a truly likeable hero. Bosses are big but pixelly and, 
for the most part, very easy to kill when compared to the challenge the levels themselves dish out. 
The soundtrack is of the grating industrial sort and ranges from good to pass-the-ear-plugs. 

It’s when you combine the solid 2D, passable 3D, unique 2-player function, and excellent FMV, 
tha t SCUD begins to take shape. SegaSoft has a few screws to tighten before SCUD’s ready for 
a review and I wait with angst for the finished product. 2D after all is the SS’s strong point so 
scu D should begin to fill a gap that you could drive a Humvee through. ES 
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Tantalus’ port of AM3’s hit coin-op is finally nearing 
i completion, and should be on the shelves in Japan by 

tUn ...... -__ j ui... :x - i ~_ u _ 
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the time you read this. WeVe played it, and are happy 
to report that it’s a pretty faithful conversion, especially 
with the analog pad, The frame rate is a consistent 30, 


« severe as something lik 
>ït a fiili review next issue. 


while the pop-ui 
Daytona. We'UJ 
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Those of you who tuned in 
to my import review of Shining 
last month may have noticed how irked I was 
that Sega (at the time) hadn’t considered it for US 
release. Without going too much into detail let me sim- 
ply proclaim that my rant was not in vain. SOA started 
localization shortly thereafter and the game is now set for 

a Summer release here in 
the US. Simply one of 
|Li the finest Sega RPGs 

ever, Shining will surely 
begin to make up for 
the inexcusable lack of 
J *\ÉV ~ \ * Japanese software mak- 

ing its way stateside. 

» ^ Things will hopefully 

^ T*ii \ continue along this 

|f path in the future. 

fjf; " 9 r * I’ 11 have a US preview 

- , ufiz>9 v~*-'/ir -9 ; and be able to 
miyfï.hnljnivAj comment on the US 

I translation in the 

May issue. 
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A w yeah baby, Mortal Kombat is back, and this time it’s making a 
leap bigger than any of its predecessors. MK4 is currently 
around 30% complete and is scheduled tor release in either June 
or July, although nothing is final. There is no story yet, but when 
asked if there were any new gameplay features, such as MK3 's Run 
button, MK programmer and producer Ed Boon replied, “New button? 
No! A new mode of gameplay? Yes!” We know MK4 is 3D, but as to 
how much this will effect the way the game plays is unknown at pre¬ 
sent. What we do know is that MICs trademark finishing moves 
(Fatalities, Babalities, etc.) are out. As Boon stated, l 'MK4m\\ not 
feature any of MIC s trademark cartoon finishing moves because we 
want the game to be much darker and scarier.” 

Gameplay changes aside, the other major advancement in MK4 is the 
hardware. The game now runs on a 64-bit system entitled “Zeus.” The 
hardware was designed by Williams tech wizard Mark Loffredo, the man 
behind every piece of Williams hardware since Narei Zeus draws about 


f v I 
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1.2 million polygons a second with all features on; i.e. 
shading, anti-aliasing, load-management, light sourcing... Él 

the works! Take a look at the shots on this page... They 
aren’t from any rendered CG. They’re real game shots! >; . *■ 7^ ; t ' 
MK4's cast of 12 warriors includes the return of Rayden, . * .fa , v 
Sub-Zero, Liu Kang, Scorpion and possibly Sonya, with the 
rest composed entirely of new characters. The game uses M 

approximately 2,800 to 3,800 polygons per character at 60 GRUNGHERS 
frames per second, with detailed real time 3D backgrounds. 

You should be able to recognize the background in these 
shots—it’s from Goro’s Lair. Does this mean the return of mL 

Goro? Only Tobias and Boon know and they’re not saying... ? K 

Finally, we have some news on the home versions of MK4. Both ' - * /> 

an N64 and PS version are scheduled for a release later this year 
though how a conversion of such powerful hardware will be accom 
plished is still a mystery. A 
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seen, and Armadillo Racing, an innovative racing 
game controlled with a trackball. Konami debuted 
their new driving game Jam Racer, which ran on 
their 5,000,000-polygon-per-second Cobra hardware. 
Show floor reports say Jam Racer makes Scud Race 
look like a toy, but only time will teil. Konami also 
had the innovative HangPilot, a hang-gliding game 
with two sereens—one ahead and one below you— 
to simulate a tuil 3D view. Taito was showing a brief 
demo of Psychic Force 2 running on their new Taito 
Wolf 3D hardware, but, unfortunately, no pictures 
were allowed. Capcom, in my opinion, had the best 
showing: Street Fighter III, Vampire Savior, and 
Battle Circuit. VS is the latest game in the ultra-pop- 
ular (in Japan, at least) Vampire series. There’s not 
much room to go into detail about it here, but expect 
a full preview next issue. SFIII needs no introduction, 
and Battle Circuit was a cool, comical side-scrolling 
beat-’em-up in the Final Fight tradition. 

Each year, Japanese arcade magazine Gamest 
polls all corners to the show on what their favorite 
games were. The rankings were as follows: 1.) 
Vampire Savior, 2.) Tekken 3, and 3.) Street Fighter 
III. Look for more AOU next monthü 


- Here’s a last-second 

^ update on the AOU 

/^ f \ \ show, Japan’s 

/ + p 1 premier arcade 

/H J v ) game exhibition 
^ *5 which was held 

/ .Si < y \ \ at Makuhari 

WÊÊÊ0^ ) Messe in 

. ( Chiba on 2/18 

J / I I and 2/19. Rest 
vW}/ JA . - j / / / assured, we’II 

^ v ^Iv 1 / / have a ful1 A0U 

/ / report in the next 
r v'" ] 1 / / issue of 

’ \ r y' GameFan. 

The’97 AOU was a 
somewhat subdued one, 
with few huge announcements 
other than SNK’s Neo-Geo 64. Sega had three 
games: House of the Dead , an impressive Model 3 
shooter, Top Skater, a skateboarding game, and 
Virtua Striker 2, a Model 3 soccer game. Namco’s 
booth was semi-disappointing with Tekken 3 and 
Alpine Racer 2, both of which had already been 


The most surprising announcement 
at the AOU came in the form of 
SNK’s new 64-bit hardware, the 
Neo*Geo 64. A video of Samurai 
Spirits Neo-Geo 64 was unveiled 


Details on the game were few and far 
between, but it appears there are 
four new characters, one of which 
looks suspiciously like Rei Ayanami 
from the popular Evangelion series. 
Samurai is at an extremely early 
level of developrnent, but expect 
more on SSNG64 next issue! This is 
the only game in which you can 
“embody fierce chambara in parallel 
3-D worlds,” so be preparedü 


SAMURAI SPIRITS 
NE0GE064 


The Samurai Spirits 


Godlike standups at the Capcom 


SNK’s incredibly hardcore Band of 
Fightersü Yes, they’re mannequins 


Neo'Geo 64 display 


booth. I must own these! 
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“Core” Blimey, if it ain’t me old muckers from 
acroee the pond. Knock me down if this ’ere Europa 
special don’t feature more of them there blokes 
from Core. Are you gawping? 


The town: Derby, England. The weather: Freezing. The Mission: Interrogate the rest of the Core Development 
staff to find out some of the company’s plans for 1997 and beyond. The Game: Judgement Force. The Kesult: 
Even more informative shenanigans from the world of Core Design. 
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The men of Judgement Force, currently beavering away on 
what could be the best fighting action title since Streets of 
Rage. From left to right; Mac Avory (Programmer), David 
Long (Programmer) and Roberto Cirillo (Artist). 


Core have three more top titles planned for this year; 
Swagman (see elsewhere in this issue), Ninja and 
Judgement Force. Being rather partial to a spot of 
fisticuff action, I headed down to the catacombs housing 
the gentlemen responsible for Judgement Force. Here’s 
what they had to say about the best-looking polygon 
punch-up game yet seen... 

So this is the fighting game. What is the actual title? 
TJF (Team Judgement Force): Judgement Force is the 
working title. 

And you’ve been working on it for at least ten months? 
TJF: Probably a bit less. Obviously, it’s because it’s the 
sort of game we haven’t done before; we’re just trying to 
work it all out. 

It’s going to be released on three platforms? PC, 
Saturn, and Playstation? 

TJF: Yup. 

Which is the most complete version? 

TJF: The Saturn version. 

What sort of inspiration did you take? I mean, did 
you look at stuff like Tekken 2 or Street Fighter— do you 
have any influences? 

TJF: The old, the good old Streets of Rage , and the new 
fighting games. It’s basically taking a game like Streets of 
Rage and combining with all of the 3D games. 


Is it more of a walk along, rather than sort of a set fight? 
TJF: Yeah. Yes, you progress on to the next situation in 
an ongoing scenario. 

How many fighters are there going to be, do you think? 
TJF: We prefer the term ‘contestants.’ Four are available. 

So this is more like a sort of Streets of Rage in 3D? 
TJF: Yup. 

At the moment, approximately how many polygons 
is each character made up of? 

TJF: We’re trying to keep the characters down to between 
150 and 300. 

What’s the sort of plot behind this... do you have one yet? 
TJF: We kind of had one but we couldn’t use it. It’s defi- 
nitely the good guys versus the bad guys. 

Would you say you took a lot of influence for this from 
Final Fight and Die Hard Arcade? 

TJF: Yeah, you really have to go back and look at the older 
games and see what made them work. Then add dramatical- 
ly to it. It’s a completely different game than Die Hard— you 
can’t really compare them. You can’t say they are both direc- 
tional 3D games, because Die Hard really isn’t a 3D game. 

How many of you are involved in the game’s creation, 
how big is the team? 

TJF: Round about four at the moment. 

The backgrounds are 2D sort of scrolling, would you say? 
TJF: Well yeah, the really far away backgrounds are 2D. 

How many moves per character do you think there will be? 
TJF: About 35, so far. 

How many levels are there going to be? 

TJF: Maybe a dozen, without loads of power ups and huge 
zones to explore. 

When do you think we7/ see a version in the States? 
Probably April or May? 

TJF: Maybe later. We’re planning a Summer release. 

The time had come for me to leave. I thanked my gra- 
cious hosts, and waited anxiously for the games to be 
finished. Judgement Force, and another game called 
Ninja (both of which were in very early stages of 
development) looked to be very exciting games 
indeed. The next year should see Core propelled to 
the forefront of video games development, and rightly 
so. Not only does Core have some of the best pro- 
grammers and artists in the business, but the nicest 
bunch of people you’re ever likely to meet. GameFan 
waits for the final products with giddy anticipation. 
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WIN A COMPLETE MARTIAL 
ARTS GYM SET COMPLIMENTS OF 

K-l The Arena Fighters 
for Sony Playstation and 
GAMEFAN magazine 


™ ost reaJilS 

i h aiv ? ? imu]a ^ 
1 a ^y Platform! 


GRAND PRIZE (1) 


One complete set with 6 o-lb. heavy bag, 
leather speed bag, leather bag gloves 
Everlast robe and boxingtrunks. (1 winner) 


A copy of K-i The Arena Fighters for the 
Sony Playstation. (5 winners) 


SECOND PRIZE (10) 


i year subscription to Black Belt magazine 
and an Everlast Gym Bag. (10 winners) 


CONTEST RU LM 


NO PURCHASE NECESSARY. To enter mail a Standard postcard containing your name, address, phone number and age to "K-1 The Arena Fighters Contest” 
c/o T*HQ, 5016 North Parkway Calabasas, Suite 100, Calabasas, California 91302. Limit one entry per Participant. Entries must be received by May 15th, 
1997. All entries become the exclusive property of T*HQ/GAMEFAN magazine (sponsors) and will not be acknowledged or returned. Sponsors assume no 
responsibility for lost, mutilated, late, ineligible, incomplete, postage due or misdirected entries. Drawing will be held on or about May 20th, 1997. 
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HOCKEY 


O nee again, EA shows the sports game industry why their motto 
is, “lt s in the Game.” It’s not enough to just make a fun game 
anymore, but rather an all-encompassing experience. In their 
never-ending search tor individualism and the cutting edge, EA may 
have opened yet another porthole to the sportsgame world beyond. 
Chip Lange, Director of Sports Marketing says quite simply, “EA’s 
goal is to find ways to differentiate us trom the rest.” 

Ahout 3 years ago, the competition started to catch on to all of the 
NHL/N HL PA licensing, an aspect of sports games that was used exclu- 
sively by EA before then. EA found themselves forced to brainstorm for 
new and innovative ideas. Back then, the helmets in EA’s NHL series 
were plain white. “How cool would it be to have the actual helmet 
designs of each goalie?” they pondered. After researching the matter, 
they found that the masks weren’t even licensed by the NHL, but rather 
by a group based out of Santa Monica, called Five Hole. The two com- 
panies put a deal together, and came to an agreement that allowed EA 
to have the helmet designs in their game. 

What transpired from there may be termed “a stroke of luck.” The 
game developers discovered they needed actual, physical renditions of 
each helmet in order to accurately, compose 3-D, rendered helmets in 
the game. Five Hole got busy the following 6 months, producing 50 
full-sized helmets for EA; thus making EA the proud owner of the 
largest collection of goalie masks in the world. EA proceeded to show¬ 
case this collection at trade shows around the country, including the 
infamous E3. What they discovered was a wildly popular reaction to 
the collection, and a huge parade of requests. 

Needless to say, EA was thrilled at the response and subsequently 
introduced their ‘Stanley Cup Collection’—a collection of miniaturized 
masks of the last 5 Stanley Cup winning teams (New Jersey Devils, 
Colorado Avalanche, New York Rangers, Florida Panthers, and 
Montreal Canadiens). Why the hype over a hockey mask? Unlike foot- 
ball helmets or baseball caps, the hockey masks are highly individual- 
ized, often reflecting not only the team’s city or mascot, but sometimes 
even the goalie’s very own personality. The reason for this lies in the 
fact that each goalie contracted out and worked with their very own 
artist, and worked together to culminate those visions onto the hel¬ 
mets. Flairs of individualism can be seen on helmets like Florida’s 
‘Beezer,’ who sports a large, yellow ‘B’ on his helmet or teams like the 
New York Rangers, who created a new-look, third Jersey that is based 
on goalie Mike Richter’s Statue of Liberty-based, mask design. 

All 5 of these miniature masks are available through EA now, and 
color photos of each one are enclosed with each copy of NHL '97. 

16 more masks will be available by September, just in time for the 
Holidays, including: Hackett of Chicago, Lalime of Pittsburgh, 

Hearsh of Vancouver and 13 others. 

To order, call EA’s Hockey Mask Hotline at: 1-800-245-4525. 
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ACCLAIM *Shine s on AH-Sta r Week en d* 

N ow, if you’ve ever seen the movie, “Midnight Express , you would have 
frightening and ghastly misconceptions of the country called Turkey. 
Because upon visiting the land, you would find that it is as beautiful and 
vastly enjoyable as a Thanksgiving Dinner! Well, quite sometime ago, Howard 
Cosell coined the endearing term “Mistake by the Lake in reference to 
Cleveland, Ohio. As I boarded the plane en route to Cleveland, all the dreary 
images of the snow-covered Dawg Pound, and smokestacks shooting into the 
grey, tumultuous sky filled my mind. If I weren t such a massive hoops fan, I may 
not have found the courage to make the journey that Acclaim had so generous- 
ly provided for me. 

Well to my surprise, I feil into a city bustling with life, from the dramatic archi- 
tectural structures and art pieces downtown, to the wildly popular restaurants 
and nightclubs over in the Flats. They should have called the city the Bars full 
of Stars—well, on this weekend, at least. Two feet to the right of me was Kevin 
McHale... Whoa! Swing around, there goes Dr. J... Is that really Bill Russell over 
there?... Excuse me, Mr. Chamberlain, may I have your autograph?... I just want 
to get one more photo with Rick Barry... So, Larry, who’s really the greatest? 

Everywhere we went, we were bumping into Grant Hill, sitting across from 
ESPNs Mike Tirico or chatting with Leslie Visser. NBA Jam Session was hoppin 
with 3-on-3 tourneys, 7, 8 and 9 foot rims for slammin , sports card vendors 
galore, various games and contests for prizes, and Acclaims very own 500 
square foot NBA Jam booth—what a sight to behold! Acclaim packed it in with 
a multitude of PlayStations and television monitors, as head-to-head competi¬ 
tion took place everywhere you turned. Kids and grown-ups alike tested their 
skills and entered the NBA Jam tournament that started with hundreds, and 
ended with one. Acclaim boasted visits by Desmond Howard, Antonio Freeman, 
Marlon Wayans, Kadeem Hardison and more. All participated in the fun and 
games, but the contestants in the tourney took their Jams seriously, because the 
winner would walk away with the grand prize—a $5000 NBA Jam coin op of 
their own. When it was all said and done, the semi-finalists received prize 
packages of games, tickets and apparel, totalling over an estimated $500 
apiece. The runner-up to the grand prize received a package even more loaded, 
estimated around $1000! 

One of the unsung highlights of the weekend for me however, was meeting 
with the Acclaim crew as well as several of the sports editors from other mag¬ 
azines. The reason it proved to make such an impact on me, is that just like my 
misconceptions of Cleveland, Acclaim proved me wrong on many of my Big 
Company stereotypes. Mike Jerchower, Assistant Product Manager, explained, 
I m not gonna lie to you, we’ve had a rough year...’ What Mike was referring to, 
was the reputation of mediocrity that Acclaim s sports titled had earned over the 
year(s). He went on to explain how sports games had always taken a backseat 
before, and how Jam was treated like King, while all the others were somewhat 
orphaned. But he then went on to demonstrate how a new emphasis and prior- 
ity was being placed on sports, in terms of concentrating on licensing, getting 
top-rated sports figures like Brett Favre and Shawn Kemp to endorse their prod- 
ucts, building a $100 million motion capture studio of their own... so advanced 
that even WB used it to film parts of Space Jam, and even increasing their bud¬ 
get for sports product to an enormous $20 million! 

But aside from these revolutionary and cutting edge changes, the thing that 
struck me was the sincerity of this Acclaim crew. Here is a heavy-hitting, big- 
time, interactive entertainment company basically saying, “Weve screwed up, 
and we want your help to improve, and who better to ask, but the guys who 
make reviewing sports games a career? What they got was a downpour of 
sports game input, from years and years of gaming experience, dating back to 
the days of Intellivision and Atari to the unveiling of N64, from collectors of 
baseball cards to the most die-hard of Warriors’ fans. The results were extra- 
ordinary, not only in feedback, but the relationships that were built, because of 
one simple fact—game editors WANT good games to review, and would love 
nothing more than an opportunity to help make that happen. They re the first 
company I ve been in contact with that has actually been gracious enough to ask 
for help—not a guise pretending to ask what I liked about certain games, but 
simply a humble, yet wise request. 

On more than one occasion, various game developers approached me to dis- 
cuss new ideas, and my thoughts on how to execute them. Acclaim took the time, 
amidst one of the busiest events of the year, to discuss improving their product. 
They educated me on the finer points of obtaining licensing, the obscurities of 
the motion capture process as well as the industry as a whole—no condescen- 
sion, not once. You may wonder why I share this side of the business with you, 
and my reason is to show you that sometimes there are faces and names within 
those big, nameless corporations. JK 

Joe Kidd can be e-mailed at: rlee@metropolismedia.com 
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ell hockey fans, l’ve seen the future in hockey games. NHL 
Breakaway ’98 should get a standing ovation trom all of you. You 
will experience the most features of any hockey game available, 


including: Hi-Res 3-D, polygonal, motion-captured graphics that don’t takeaway from the tempo of the action, a 


Momentum-Based Checking System that is determined by players’ weights and speed, Playbook-Based Al that sets up 


actual plays from the designated teams, Variable Player Sizes based on real physical attributes, Non-Stick Handler Control, a 


Total Team Management System in which you receive points which are applied toward improving your coaching, player devel- 
opment, and injury therapy, Icon Passing, Create Players that sport their new name on their jersey, World Tournament Teams, 
including USA, Canada and Russia, Full Season Stat-Tracking, Multiple Season Play, Al-based trades, and advanced coaching 
strategies as well... You better believe this hockey game means business. It’s licensed by the NHL, NHLPA and STATS, Ine. 


Formats: Playstation, Sega Saturn, and Windows ’95 Players: 1-8 Available August 1997 
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TEAM NAME: CALI5TAR5 
TEAM CQLOR: RED AND GOLD 
HOME STADIUM: JACK MURPHY STADIUM 
PLAY CALLInW 49ERS 
TEAM LOCATIDN: CALIFORNlA 
TEAM NICKNAMF^ * 

TEAM ABBI f 


O n January 22, 1997 Acclaim made another advancement toward the top, when they announced the e .2 

signing of Super Bowl MVP Brett Favre to endorse their NFL Quarterback Club '98. Upon the £ ra ^ ‘ Ja 

announcement, Favre proclaimed, “It’s an honor to be selected as Acclaim’s featured quarterback... f '£,* J __ 
and I look forward to working with the Acclaim sports team to create the best football game ever.” £ 2 (PtfP' 
Needless to say, Acclaim was ecstatic over the signing, but know it takes a lot more than a big name to | ^ <L<#n 

make the game. QB Club ’98 will have all 30 NFL teams, with corresponding 3D rendered stadiums and | P •»•»-' 
over 1500 players! You will have exclusive in-game profiles and game tips from the quarterbacks them- 
selves. You like the ’Niners? Well now you can pre-program your entire sequence of opening offensive plays, just like they 
do. Players’ injuries will affect game and season performances as well. Stat tracking over the entire season will include 
league leaders in 9 different categories. And all this complete with Marv Albert calling the play by play. 

Formats: Playstation, Sega Saturn, DOS CD-ROM Players: 1-8 Available: August 1997 


S pring training is upon us and not a moment to soon, as Acclaim’s All-Star Baseball ’97 (featurmg MVP r o 
Frank Thomas) is about to hit the shelves. This ’98 title will feature all 28 teams, logos and 3D ren-£ ra 
dered stadiums—even the new 1998 expansion teams, the Arizona Diamondbacks and Tampa Bay Devil^ £ 

Rays. Frank Thomas got personal, by involving himself in the Motion Capture Animations. He is not aloneiË 2 
in this game, as you will have over 700 MLB players to piek up or trade for. All-Star features the complete | ^ 

1997 MLB schedule, and offers full season stat-tracking as well. 6 gameplay modes are offered: Exhibition, ff- SIS*' 

Season, Playoffs, All-Star, Batting Practice and Home Run Derby. If you’re familiar with ESPN’s award win¬ 
ning baseball voice, Jon Miller, also of the San Francisco Giants... or should I say, if you’re familiar with 
the game of baseball... Well, Acclaim has brought Miller aboard for the true-to-life MLB experience, with Miller’s style and 
humorous anecdotes that have made him the voice of baseball over the last 20 years. 

Formats: Playstation, Sega Saturn 1-2 ilable: April 15,1997 
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t l MR Baseball looks to have all the makings of a 
1# great baseball game. I mean, you read about 
IV all of the exciting features that are offered, 
like updated 1997 rosters vuith 1996 statistics, a 
real time scoreboard that keeps track of scores 
around the league as well as current statistics, real 
3D stadiums with all 28 Major League Stadiums, 
and more. But the preview version that I played, 
ilthough very early, has a long way to go. 

You will swear by the sounds that you are actually 
ie ballpark; intermittent screams trom the crowd, a 
lurmur surrounding the yard, the announcer’s voice 
resonating off the walls throughout, and the hollow crack of 


r.oricT 
TL O HYYO 
o-o boor 
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the bat penetrating the air. But then you open your eyes, and almost wish 
you hadn’t. I will continue to use the disclaimer that it is a “very early ver¬ 
sion”—the graphics and frame-rate have a long way to go. The sluggish 
speed of the game is discomforting, springing anxiety upon you even 
between pitches. Usually highly detailed graphics can be blamed for such 
slow frame rate, but since there is not much precision to talk about, I can’t 
understand why we are burdened with both situations. The animation has 
great promise, as you can even decipher clearly the players’ names and 
numbers, as VR Baseball uses the much-acclaimed Motion Capture 
process and polygon players. However, they cheat themselves out of the 
full effect as you cannot teil one player’s swing trom another. I want to see 
a difference between Big Hurt’s swing for the bleachers, and Nomo’s chop 
to the infield. But to my dissatisfaction—no such luck. 

The good news is, I know that VR has big things planned for this game, 
and what l’ve seen is a very raw rendition of the real McCoy. They’ve gone 
to such lengths as to include 4 Uniform Options: home, M 
away, alternate and practice. VRB will have true flight, 
bounce and roll for every surface from grass to astroturf. And V 
one of the features I like most is that the pitchers start to lose 

their edge as innings wear on. Of course, this game ' v 
initm' wou * t * no * & e complete without VR’s signature 360-degree ^fe| 
m wnwimi?! camera rotation, which is the most dramatic effect that v 
3T fflBw! astonishes everyone. JK 
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S trap’s one happy punk: They keep throwing 
these wrestling games my way and I keep 
liking them! This month’s wrestling review 
spotlights Human’s Fire Prowrestling: Six Men 
Scramble. I’ve been swamped by beautiful 
polygonal beasts for the last few months, so 
playing Six Men Scramble in all of hand drawn, 
2D joy is a breath of fresh air. 


shoot-fighting, even UFC, and they all use their 
custom styles and moves against each other. 
Ever wonder how the polished mat-fighting of 
Shamrock would hold up against the crushing 
slams and holds of the dog-faced gremlin? In 
Six Men Scramble, anything goes. 

So you’re still not interested? Try this one: 
Multi-tapped, 6 player, simultaneous wrestling. 
Steel cage, electric fence, octagon, and dome 
rings. Over 35 fighters, each with 5 different 
uniforms. Battle Royale, Death Match, 
Elimination, Tournament, and Wrestler Creation 
modes. There’s even 4 different refs, and, you 
guessed it, some are blind, some are tough. 

. . More? How 

V' ’boutsilky- 

JSiP!!ïi Je rope? ,n9 

Throw in 

devastating tag-team moves, power counters, 
even last-second reversals, and, well, Tm out of 
breath. 

I’m going to cap this one off with an essential 
point: Fire Prowrestling is a must-have multi- 
player game, guaranteed to please. The moves 
are ultra-basic, there’s an insane amount of 
characters and options, and...and it’s 2D; imag- 
ine that? JS 


Playstation 






clear something up, straight off: 

Six Men Scramble is pure arcade action. 

It’s pot a simulation, and you won’t need a 
strategy guide to play. Nothing but a ton of 
cool moves, easy Controls, and constant may- 
hem. The wrestlers are fakes, but I found exact 
duplicates of practically every big name: Macho 
Man, Vader, The Giant, The Road Warriors, Sting, 
The Steiner Bros., and specialists like Maurice 
Smith, Peter Airts, and a ton of others. You 
might have noticed those last two aren’t 
wrestlers, and that’s exactly what this game 
offers: Athletes from wrestling, kick-boxing, 


JACQUES STRAP 

Mindless multi- 
player 2D wrestling 
extravaganza 
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S ony’s NBA Shoot Out 97 has me intrigued. When all the while I 
thought In the Zone 2 had great graphics and gameplay hut not 
enough reality, I conversely feit that NBA Live 97 was extremely real- 
istic, but gameplay was a little too slow. Shoot Out, on the other hand, 
seems to have a combination of realism as well as tempo, and smooth 
gameplay that makes this hoops unique and appealing. I do, however, 
consider this game to be more Zone- ish than Live- ish. Steals are still very 
easy to get like Zone, but Shoot Out offers more in the way of one-on-one 
play, better timed rebounds, and the ability to take a charge. 

The court graphics are great, but I would prefer more detail applied to 
the individual players. lt s difficult to distinguish specific players, other 
than their skin tone and their speed... I mean, you can’t accurately say, 
“Now that’s Scottie Pippen.” The only other hang-up I had, was that you 
cannot shoot a shot from the baseline, without the ball hitting the back 
end of the backboard, even though you are clearly in bounds... However, 
the fancy dribbling is the best l’ve seen—behind the backs, crossovers, 
and between the legs. I would, however, like to see the moves have more 
of an impact in terms of faking out the opponent. I found it difficult, but 
possible, to shake defenders one on one, and the interior game is equal- 
ly difficult, as computer defenders do not go tor the pump fakes and they 
block shots with the greatest of ease—no easy layups here! It is really 
refreshing to see guys taking charges and being sent sprawling on their 
backs, or big men in the paint being stripped as they bring the ball 
down—these are frequent occurrences in the actual game of basketball 
that are seldom or never seen in any of the other basketball sims. 

You do have Create Player Mode which is always fun, and in Sony’s ver¬ 
sion, they have allotted only a specific amount of skillz to be distributed 
where you desire. One of the more attractive features are the statistics 
that are shown by the players’ head shots as they apply, like Jason Kidd 
with 25 assists. There are 6 different camera angles in the camera menu, 
which comes complete with a preview window. For all you rookie hounds, 
Shoot Out '97 has the complete class of this year’s talented rookies; high- 
school phenoms and senior standouts. You can play exhibition, a season 
w / stat-tracking, or else shoot straight to the playoffs. This game does 
some real nice things, and is worth the investment. JK 
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T he Saturn FIFA '97 was previewed last issue, if you f 
remember, based on an early bèta version. Our latest 
rev has reached its final bèta stages, so this might be 
your last chance to check it out before it joins the PS version 
on the shelves. 

The FIFA series has always benefited trom the license. To most 
of us, this is cool (world teams, many leagues, etc.), but it’s not 
going to determine if it’s worth buying. We’re just looking for the best 
playing/best looking soccer game, something like Sega’s WWS '97 or 
Konami’s Perfect Striker. Anybody can see the power in these titles. 
FIFA s been the best for years, but ever since it hit the PS and Saturn 9- 
it’s been filled with problems. 

For starters, the Saturn version has a horrible frame rate. 20 fps, tops, 
and it shows. The indoor and outdoor stadiums are well-designed, l’il 
give them that, but the poor frame rate screws up everything. I guess the 
polygonal players really tax the Saturn hardware—no, wait! VR Soccer 
did it, WWS '97 did it, and the frame rate was excellent in both games. 

No excuses; FIFA '97 looks bad... 

Why does it have to play as bad as it looks?! Really, it seems as though 
every movement you attempt to execute is accompanied by a severe lag 
time. You’ll be chugging up the field, counting the frames per second on 
both hands, and the game just refuses to respond on time! Frustration, 
yes! It’s like the whole game, and I mean everything, from bad control to f 
chunky graphics, isn’t moving as fast as it should (or could) f' 
be. If it means anything, the heel tricks and lobs offer deli- 
cious set up opportunities, just give yourself LOTS of time 
to pull one off. 

J.S. personal note: Hey, I wasn’t looking to bag on FIFA 
'97— it’s just not too good. The final tweaks include new 
sky backgrounds, menu screen changes, little stuff like 
that. IF the frame rate goes through any improvements, ITI 
gladly eat my words, but the graphics are apparently done. 
Hopefully l’ll be back with good news-if not, stay away from 
the Saturn version of FIFA '97. JS t 
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F orget about FFVII, Playstation fish- wiinivn IVIIVI lil 
ing is finally here! Oh please, peo- 

ple are too hard on fishing games. These games can only ever do one thing well: 
offer a realistic fishing experience. If that’s missing, it’s over. With Big Bass World 
Championship , Hot-B once again proves where their experience lies. This game will 
leave a bad taste in your mouth the first time you see it in motion, but give it a try, like I 
did, and you’11 be pleasantly surprised by the solid gameplay. 

The first time I played BBWC, 1 thought to myself, “There’s no way this is going to make 
it.” The 3D engine is on par, or sub-par, with first generation PS 3D standards: clipping 
problems, polygonal break-up, and a poor frame rate. The fishermen are rendered, but 
for some strange reason there’s glitchy spots floating all around them (I keep telling peo- 
ple it’s them darn mosquitoes!). Even the CG, in the intro and intermissions, is basic, bor¬ 
ing stuff. There you have it, the graphics aren’t even a factor. 

But 1 looked beyond all that, entered a tournament, and started fishing. I liked the 
control on the boat, and the casting system is accurate and well-implemented (as in: it 
takes skills). Reeling in fish is a special treat: For 
every pull on the line, you must counter in that 
same direction with a tug of your own. All of this 
goes down FAST, and you’ve got to keep an eye on 
the power meter of the fish in order to judge the 
reel-in (certain counter-tugs take off more energy). 

Very cool. You can also swap between over and 
underwater views, just in case you’re using bob- 
bing lures to entice the fishies. 

Big Bass is very relaxing: ambient sound effects, 
rain, thunder, the works. There’s plenty of tourna- 
ments, a free practice lake, and a perfect menu Sys¬ 
tem (marred only by excessive loading). I’m glad I j 
played this one enough to filter through the bad, 
and enjoy the good. You might do the same. JS 
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In a world where wrestling, martial arts and 
so-called Street fighting games comprise a 
major slice of the video game pie, it’s amazing 
how few realistic simulations of legitimate 
hand-to-hand combat are actually available to 
gainers. The wrestling games—as well as the 
3D arcade fighting games such as Virtua 
Fighter and Tobal No. 7,—have a serious 
problem for the purist. For one thing, they’re 
based on an ersatz sport. Pro wrestling has 
been “worked” (ie, choreographed) for the 
highly ritualized and undeniably athletic combi- 


1 vast majority of this century, evolving into a 
nation of stuntwork and soap opera. 

The martial arts or Street fighting contests rarely even attempt to imitate reality. In 
most cases, the karate and kung fu seen in video games are once-removed replications of the 
kind of mano a mano (ie, hand-to-hand) combat seen in chop-socky films. The punches are 
accompanied by cannon-Iike explosions, while the fighters can leap vast heights and dis- 
tances and even huii bolts of fire or other forces through the psychokinetic evocation of chi, 
energy which is said to be generated within the hiiman body. 

All of which is a pretty good distance from a sumo match or a kempo competition. 

I K-l: The Arena Fighters , on the other hand, is dripping with realism. Based on a first-rate 
Japanese game which was sold under the title Fighting Illusion , T*HQ picked up the 
L license, then signed a deal with the prestigious K-l kickboxing organization to use the K-l 
SS tournatnent name and format. Then the publisher actually signed eight K-l competitors, 
I allowing gainers to use simulacra possessing the skill, style, strength and stamina of legit 
kickboxing stars Andy Hug, Ernesto Hoost, Mike Bernardo, Sam Greco, Musashi, Jerome Le 
Barnier, Peter Aerts and Changpuek Kiatsongrit. 

You want realism? Each of the fighters is outfitted with an 
on-screen fact sheet as well as a rotating, ray-traced three- V: 

dimensional body model and supplementary facial portrait. ^ 

It can be played in one-player, two-player or tournament 
mode (with tournaments permitting human players to control 
up to all eight fighters). Other neat features include an auto- v * TSp 

cam point of view which automatically adjusts to provide the yi 

, optimal visual display; power meters which indicate the flow n 'jj 

I of momentum and the combatants’ stamina; and a digital yd..—.. 

f clock to track the three-minute rounds. | 

The play action is pretty smooth, though fighters tend to 
( slide around the ring more than step and the graphics, while P* 

y not loaded up with spectacular eye candy, are absolute meat- ( ( 

L and-potatoes stuff. And don’t try to turn this into a boxing y > y 

1 match, at least not against a computer-controlled foe; punch- 1/ k W 

■/ ers who can’t do damage with their feet rarely make it past [. | VS 

yy the tirst round (remember, in actual tournaments there is a r / 

* ( mandatory minimum nuinber of kicks which must be thrown r 

^ in every round or the fighter forfeits points). y— ■ , _ J \ y 

|y Are you r-r-r-r-ready to rumble? ïf so, KI: The Arena . 

Fighters will give you all you can handle. BK 


BILL KUNKEL 

KI is dripping with 
realism! 
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In a startling turn of events, the current president of 
V Bandai (and soon-to-be president of Sega-Bandai) com- 

nJ|; mented in the February 6 issue of the Mainichi Shimbun, a 

' SL well-respected Japanese newspaper, that Sega had 
obtained a license to develop a Virtua Fighter game for the 
Playstation. "The new company’s [Sega-Bandai’s] poli- 
cies," stated the president, "will completely change. For 
example, we have obtained a license to produce a Virtua 
gV Fighter on SCE's Playstation. If Nintendo gives the OK, 
we’ll produce one on the Nintendo 64 as well." 

This is huge news if it proves true. Unfortunately, when Sega 
and Bandai were contacted directly about this matter, they staunch- 
ly denied it. They did, however, hint at the possibility of Sega mak- 
ing other Playstation games: "Bandai is not going to release soft- 


Yes, it’s true: Falcom has announced a new game in the critically 
acclaimed Ys series, Ys Eternal. There’s just one catch: Falcom is 
going back to its roots, and Eternal will only be available for 
Japanese NEC PC-98X1 personal computers. Ys Eternal has no 
release date as of yet, and we can only hope and dream that 
Falcom announces it for a home console. 


Nintendo of Japan reported that their Nintendo 64 system will 
receive a price drop of 33% on March 14, lowering the machine's 
cost from ¥25,000 to ¥16,800 (approximately $204 to $137). Why 
the sudden reduction in price? According to Nintendo, high manu- 
facturing volumes have resulted in a new lower price for semicon- 
ductors, but experts teil a very different story. Apparently Nintendo, 
with their lack of new games, is feeling the heat from Sega and 
Sony. N64’s software sales currently comprise only 1 -3% of the 
game weekly sales totals in Japan (with Playstation game sales 
hovering around 45-60%), and the hardware's not doing much bet¬ 
ten And while this new lower price might temporarily alleviate the 
slow system sales, it’s safe to say that nothing will permanently 
change until more games are released. 


While news of Namco working on CG films is nothing new, their 
latest movie project is something of a surprise. Simply labeled "Ai 
Suru" (To Love), Namco's new film announcement is not only based 
on a famous Japanese love story, it features live actors! That's 
right, Namco's making live action movies! Strange but true... More 
information as we get it! 


ware exclusively for the Saturn. It's possible that Sega's titles may 

appear on Playstation [from Bandai] and Bandai’s Playstation Bandai’s new portable game is selling 
games may appear on Saturn." like hotcakes among female con- 

Only time will teil. The Sega/Bandai merger is due for October, so sumers. The game is called 
don't expect any official announcements until then. Tamagotch, and its name comes from 

“tamago" (which means "egg") and 
"watch." The interesting point of this 
game is that it is a portable simulation 
In a surprise announcement, Capcom of Japan has revealed game for raising a chick-like creature. 
that BioHazard 2 is currently facing an almost total re-design, and The manufacturer claims that it is a dig- 

will now arrivé in late 1997 on 2 CDs! Why the changes? ital pet that came from outer space, 

Apparently Capcom feit BioHazard 2 was too similar to the origi- and is not a chick. The little screen shows the process of its 
nal, and wanted to give players a more unique experience. They growth — an egg hatches, a chick comes out, grows, and lays eggs. 

also mentioned a new aspect of the game called "Zapping", The funny thing is that you have to take care of the chicks as if you 

rumored to utilize the memory cards in some fashion. were actually raising them. Otherwise, they die! The game is egg 

shaped and is about 4 cm x 3 cm; you can easily hold it in your 
hand. It sells for about 18 dollars in Japan. 



Square’s Final Fantasy W/sold through almost 2.4 million units in 
its first weekend on sale, effectively making it the fastest-selling 
game of all time. The vast majority of these sales were not through 
game shops, but rather convenience stores equipped with 
Square/Digicube’s kiosks. This will come as quite a surprise to nay- 
sayers who claimed the convenience store plan just wouldn’t work. 


Capcom of Japan is preparing a ¥7,800 special edition 
CyberBots package for Japanese release, of which there will be 
only 55,555 copies ever made. The special edition comes with the 
CyberBots Secret File DX , a 50-page hardcover art, CG, and comic 
book based on Capcom's popular freebie "Secret Files," the 
Cyberbots Panorama lllustration, a folding pop-up-book, and a spe- 
cially packaged game case, CD and manual. The home version of 
CyberBots (as well as allowing you to use the arcade version's 
boss robots and characters) features an all-new. CG rendered 
character... Zero Gouki. Zero Gouki is, obviously, a giant robot ver¬ 
sion of everyone’s favorite Shotokan rnaster. ZG comes with all his 
human counterpart's moves, including the Go Hadoken, Go 
Shoryuken, and Tatsumaki Zankuukyaku. 

CyberBots is compatible with SNK's 8-Meg RAM cartridge (although 
not necessary to play the game, it adds more frames of animation) 
and will be released in Japan in March. 


Console game machines appear to be becoming the stage for 
singers. Digital Dance Mix Vol. 1, from Sega Enterprises, is a CD- 
ROM that features Namie Amuro’s dancing and singing. Namie is 
currently one of the most popular female singers who can dance well 
while singing. You’re probably picturing something like MTV-style 
video footage on CD-ROM, but your expectations are wrong: This 
CD-ROM contains 3-D graphics of her — a Virtual Namie Amuro. Youïl 
soon forget that this is a Virtual idol once you take a look at it, since 
her movement is so realistic. This is because Namie’s moves were 
motion-captured and processed by Sega’s AM2. Now, if you just 
wanted to watch Namie’s dancing, you could just buy a video tape, but 
there is a function that you can never use on a VCR or LD player: You 
have 360° camera control, zoom-in and out, and bottom-up angles. 
The CD-ROM is distributed only in convenience stores, is priced at 
¥2,800 and contains two songs plus four different mini-games. 

On the contrary, a digital idol has found her way into reality. 
Shiori Fujisaki, who is a character in the Konami game called 
Tokimeki Memorial, recently released her debut album, My Sweet 
Valentine. “When the person in charge of production asked me to 
compose songs for an idol, Shiori Fujisaki, I didn't know either 
Shiori or Tokimeki Memorial . When I found out that Shiori is not 
human but a Virtual idol, I was surprised,” says well-known song 
writer, Kazuo Zaitsu. 
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is FIN AL FANTAS Y VII 

^ 1 v* 

'ÉXPEIÏIENCE THE WORLD OE VIDEO GAMES IMS EVER O FF ERED? 


■ T he Bible, penicillin, the 

radio, television, the // i 
polio vaccine, Fords 

^ original Model-T, Cabbage Patch 

1 12 W „ Kids, Tickle-Me-Elmos, Nintendo 64 s (ha!),^j^^ 
'**’ . Pat Boone’s chart-toppin’ masterpiece “In 19B 

^ Metal Mood”; All of these items proved to be 

Al g #A historical consumer successes, but none of 

them sold two million units in a single weekend. | 
— None of them got approximately 1.7% of an 

industrialized nations population out-of ? bed and 
;s at convenience stores on a weekend. No, none of these items came close to 
success of Final Fantasy VII a game that just happens 
dlingitem in history. Okay, sure, I just made that up. 
thing is that it might actually be true. Can you think 

■^product thats sold that well in a weekend? V 'Vn ^ 


history. I here are some very mee things about l J | \É 

penicillin, for example. I just want you to know h ' 1 

what we’re dealing with here. This review isn’t a I 

matter of “should you buy Final Fantasy ,” because 1 

you should (and you will). And if this review . . 1 

dwells a bit much on the games negatives, you 
mustnt think that these problems, although r t 
major, can come anywhere close to overbalancing 
the games stunning positives— FFVII is quite pos- 
sibly the finest video game ever made. So the 
topic of this review, in light of the year of antici- 
pation, the broken sales records, and all the media 
hype, is: “Is any game worth all of that?” And 1 
thats a trickier question to answer. 

One simply can’t exaggerate when discussing the scope of Final 
Fantasy VU ... You don’t have to see the list of 300+ names in the credits 
to realize that the budget of this game probably exceeds the budget of 
the 2nd most expensive game ever by a factor of ten. Outside of the 
battles, overhead map and mini games, every screen of the game was 
pre-rendered to a degree of visual quality thats liever come close to 


“... stunning background, dazzling spell effects , ultra-realistic 
cbaracter mot ion, and unprecedent cd enerny variety and design! 


Artwork © Square 1 


lllustrations 


by Nomura Tetsuya 









Barwt Wkllace 


uhujue abilities, n/U spells and special atfi 
titïle Makoro-prorliÊed cvystals called MA' 


As intrepid FF’ers know y every Final Fantasy has a new 
ystem” in the hattles. IV saw the hirth of the “Active 
Time Battles, ” V had the brilliant “Job System, ” VI had 
the ho-hum “Accessory System,” and VII has... (dramatic 
pause) the “Materia System. ” 


No one loves FF 1-6 more than I, but its no secret that their storylines 
were written with the pre-teen audience in mind. The influence of 
Director Yoshinori Kitasei made FFVfs storyline far more memorable 
than previous games, but it has nothing on FFVII... Square has clear- 
ly turned their sights towards older gamers, and the result is a sto¬ 
ryline so complex, powerfuh and unexpected that even the 
briefest of plot summaries would ruin dozens of stunning plot 


fmm 


twists. lts true that the writers completely drop the ball near the end 
of the game, but even at its worst, FFVifs story is a world apart from 
the cliche’d drivel we’ve come to expect from video game storylines. 

The beautiful graphics and brilliant storyline come together in a way 
you have to experience to understand... Remember the Opera House 
from FFVP. Of course you do. Now imagine a game in which every 
single scene is the Opera House. And that right there is reason enough 

to make FFVII the crowning exhibit in 
. . ''y' I the video game hall of fame (viewable in 

my house by appointment only, $6.00 
for adults, half price for seniors and 
children under 12). Everything else— 
the cool battles, the amazing FMV, the 
dozens of cool mini games, the hours of 
optional quests, Nobuo Uematsus char- 
acteristically excellent soundtrack— 
that’s all just a nice bonus. 

Continued on the next page... 


“...the 
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For the first time in an FF game, no characters have any spe¬ 
cial abilities or magics, except for their oivn limit breaks. 
Instead, the magics, abilities, call spells and special attributes are 
all sealed inside little Makoro-prodnced crystals called 
“Materia.” These fit into slots on you r iveapons, and giveyoü 
all sorts ofthings... a call spelt ,, the ability to steal, an entire 
family of magie al spells (like all three tbunder spells, or care 
spells, or whatever), the ability to learn spells from enemies, HF 
bonuses, increased luck, all sorts ofthings. Other Materia, when 
placed in adjoining slots with certain other materia, change that 
materias attributes. For example, a spell that once targeted only one 
ally or enenty can be made to target allyour enemies. 

The Materia go tip levels as you ga in Ability Po hits, which 
come along with XP at the end of battles. Certain arrnors and 
weapons doublé, or even triple the rate at which your Materia 
grow, and some weapons and arrnors dont let them grow at all. 
Which is a shame, because if you use that equipment, you11 
neverget to “Master” your materia, which causes the little guys 
to reproduce themselves in a sudden fit of sexual passion. 


Check us out online at - http://www.gamefan.com 
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Unfortunately, Final FanUisy VII is not without 
its flaws. There are a few small ones: The way your 
^! character gets lost in the sometimes confusing back- 

T drops, and the way you have to be constantly re- 

J! equipping your Materia when you change charac- 

ters, for example. And there are a few big ones. 

The first big one is the difficulty. In their quest 
to reach out for a new, older fan base, Square aban- 
doned the challenging nature of previous Final 
Fantasy titles, creating the first FF that could con- 
ceivably be beaten without ever dying. I never once 
paused to slaughter for experience, and after dying 
only once (in a completely optional subquest), got 
through the entire rest of the game with little difficulty. The i 
the first time through could only have made me stronger, ; 
have the resources necessary (in the form of a very nasty cal 
a Final Fantasy game, this is nearly 
inexecusable. I sincerely hope the 

difficulty will be raised in the j J ^ 

American version (Then they even 
could sell that version in Japan as ** 4 ~ 

Final Fantasy VII - Hard Typ e\) f ‘/ft. $ 

The other problem is that evenfcj Jjy * 
with the games two month delay^ 

t the last five-to-ten hours seem ^ d 9 

horribly rushed. The storyline 


Stunning battle seq tien ces feature a whole arrny ofsuperbly-designed 
and cxpertly animated creatures. Prepare for a vistial masterpiece! 


Artwork © Square 1997. Illustrations by Nomura Tetsuya 
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Without a doubt, the greatest graphical extravagance to behold are the Call Sf 
Squares imagination and research into mythology have combined to produce some oj 
most spectacular incantations ever seenl Amazing PlayStation visuals are called for 




falls apart near the end, the last dungeon completely sucks, 

and the games many subplots and supporting characters have , ^ 

either disappointing resolutions or no resolutions at all. . ; 

While the last bosses, last boss music and ending are all very 

impressive, the last five or ten hours can’t conie close to cap- ' <(.. 

turing the genius of the fïrst forty. It makes you wonder if f 

there were some really cool parts that were cut from the orig- % O 

inal plans when Square ran out of time. Squares obvious 

haste in completing the game could also have been one of the . , : l® 1 ' ‘:r 

reasons for its unfortunate lack of difficulty. 

Although flawed, the worst thing I can say about FinaI Fantasy VII is that its a twenty out of ten 
that could have been a thirty out of ten. This is still the most incredible experience the world of 
video gaming has to offer. So in the final analysis, yeah, it is worth all of that. Takuhi 


Call Spells are now only available through Materia, and each of the Call Spell Materia that you 
equip take away a hefty chunk ofyour HF. Still worth it? You better believe it, honeyl The call 
spells are more poweiful than ever before , and more importantly, theyre possibly the most beaiitiful 
things in the game. Anyone who was blown away by the Leviathan call spell in the Tobal No. 1 demo 


has a little surprise coming, as that was one oj 
the worst of the lot. You just have to see these 
things to believe em. 

The 20 call spells in FFVII bring back a lot ofold Final 
Fantasy favorites (including three different Babamuts!), but also 
introducé a lot of new soon-to-be-legendary monsters to the series 
including Kujata, Knights of the Round, and Mades. 


Check us out Online at - http://www.gamefan.com 
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MORE GREAT SCENES FROM FINAL FAN TA 



Artwork © Square 1997. Illustrations by Nomura Tetsuya 


Mind-blowing cut scenes highlight yotir adventure! The story unfolds 
through awesome CG movies that will blow yoii away! 


In addition to the usual assortment of Cbocobos y sub¬ 
marines y and airs hips, FFV7I has a coup le of cool new vehi- 
cles, including a shot-down airplane that can do little more 
than skim around on shallow water, an all-terrain buggy 
which is able to traverse deserts and rivers to reach new 
islands, and crazy Chocobos that can run straight up cliffs, 
walk on water, and turns rocks into bread! Ha ha! Fm kid- 
ding about that last one of course. You see, I said that :,i ij' l ‘ 

because they can walk on water. Get it? 

Um, anyway, you can also drive motorcycles, snowboards, and Chocobos in the various ~w 7^0 
mini-games. Displayed in 3 D, these ‘race’ sequences make a nice break fio?n the intensity of 1 / V" 
the storyline, and are very, very cool. * 0 / W €✓ w §/ is 





Final Fantasy VII also utilizes the new Limit Break system. These are basically a set 
of awesome special attacks which are unique to a particular character. Not even the 
mighty incantations of the Call Spells can match afully powered Limit Break attackl 


Alrnost every character in Final Fantasy Vil has four levels of Limit Break , built up thrmighout the ga 
When you first start your epic quest, your characters only have a single level one ‘break, * and each subse- 
quent level of Limit Break offers two more attacks. When engaged in cornbat, you can only release your 
Limit Break when your gauge reaches full power, and this gauge is built up ajier every hit you take (kind 
oflike a “fiiry-ometer”). Select your type of Limit Break ivisely however; you cannot change it mid-kBj jra| 


Take too many hits and your party will reach their Limit Break attack! 
Specialpowers that can destroy your enemies or healyour party! 


Our epic quest has ended. But yours shall begin shortly. fftr (j / \| > 

In September to be exact, when the official version of the 1 / * 

game is released. GameFan would advise waiting for the 

official version; not least because everything will be in English and therefore a lot more enjoyable! 
Return to us then, and read the definitive review, gasp at the even greater selection of amazing 
screenshots, and gawk as we reveal even more! 
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HIGH IIMTEIMSITY SHOOTIIMG FOR YOLJR PLAYSTATIOIY 
STRAIGHT FROM THE ARCADE! TAITO f S RAYSTORY! IS AMAZIIXIG! 


— .. Once upon a time there were so 

,__ _ jj many shooters that one could find 

L l i cartridges wedged under doors or 
1 I I1 I balancing out wobbly home furnish- 
i / J ings. Whip Rush, ThunderForce 
r < ' * 1,2,3&4, Wings of Wor, Truxton, 
Forgotten Worlds, Musha, 
Gaires, Curse, Darius, Phelios, 
Raiden, Steel Empire, Vapor 
Trail, Galaxy Force 2, Bio 
Hazard, SubTerrania, Insector X, Hellfire, 
Super Fantasy Zone, Granada, Atomic Robo 
Kid, Panorama Cotton, Silpheed, SolFeace, 
VeryTex, Grey Lancer, Arrow Flash, Heavy 
Unit, Thunderblade, Space Harrier, After 
Burner, Zero Wing, Space Mega Force, 
Axelay, StarFox, Super EDF, Phalanx, Aero 
Blaster, UN Strike, Gradius, Gatcs of Thunder, 
Dead Moon, Download, Soldier Blade, 

Spriggan, and Air Zonk come immedi- 
^ ately to mind when I think back to 
.j. those glorious times when 

iÜL: the SNES, Genesis, 

*//"'•' and TurboGrafx 


Playstation 




were dueling it out simultane- 
ously. They did over-do it on 
the shooters, though. But did 
they to the point where devel- 
opers have become so wary 
of them that they may 
become an endangered £ 

species here in the US? /i 1 

Acclaim has shown 
they’ve got the mettle to 
bring over the very best 'TllSfcïtï 
and so I wonder, could < 

RayStorm be on their 

’97 ticket? If it is, 

watch out, because 

this is the shooter trom 

which all 32-bit shooters will be 

measured in the future. (cont’d. p. 98) 
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E. STORM 

HIGH POWERED 
SHOOTING RETURNS! 
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AUGUST 4, BB19 
ALBIOIM D.U. M 
EARTH fel 


AUGUST 5, BB19 
OLD GAUL CITY 
EARTH 


AUG. 5, BB 19 
3RD FLEET 
EARTH ORBIT 


AUG. 5 


PALMYRA 

VALLEY 

EARTH 


AUG. 


AUG. G, 


CARTHAGE BASE 
SECILIA ORBIT 


SB19 

. 

ETRURIA 
SECILIA I 


yxsyt 


f ’C AUGUST 7, BB19 
JUBA CENTRAL 
X SYSTEM 
3? SECILIA 


AUG. 8, BB19 
JUBA BASE i 
FINAL F* 
COIMFLICT 




BOSS 

EIMCOUIMTERS! 

FURIOUS 

MACHINES 

AWAIT 

YOUR 
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Axelay meets Silpheed. Except 
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i»'** pl and effects r 

on screen. You’re hard 
pressed to find a single moment 
when some blazing effect isn’t on 15 

screen and the camera work is sec- 
i ond to none. The bosses are huge, ^ - 

mobile, and highly detailed beasts 
which pulse with life and dish out 
explosive attacks. Each is an inspired 
work. As for the music, well, ZTT 
(Zuntata) has outdone themselves. 

Buy the soundtrack if you listen to 
game music CDs. 

And finally RayStorm supports 2-player 
gameplay, should you choose to recruit a friend 
doesn’t get much better for shooter fans. We’ll 

_j. x__ i ir ..._iu» 
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mïï Besides these 6 Iev- 

* Vw els of high speed burning 

carnage, RT features a Time Trial 
1 ****** Mode where you can either choose a rival or 
simply go for the record. I think it’s safe to say 
that Chase HQ is dead, while the concept lives on in 
pure Playstation splendor. Now let’s see, I’ve got a 
bunch more space to fill and I’ve pretty much said 
what needs to be said. Hmm, let me see... Oh 
yeah, here’s something cool. The courses are no 
longer simply long stretches of boring highway, 
no sir. Now, in many instances you’II break 

through barriers or veer off into grassy 

!**•*•*—. canyons, sewers, underground tun- 

— nels, and other such diverse terrain. 
g As you speed towards the climactic 
P end battle, enemy vehicles surround 
■ you at every turn. You can either 

pass them, (attempt to at least), or, by ram- 
ming into them, cause them to explode which 
results in impressive pyrotechnics. Depending how 
fast you complete each course, your time is allotted 
, to destroy the boss. Save your turbos—in Ray 
Tracers, the enemy is quite intelligent. The 


I XjBÊ • goingto 

%*W/ V 3^’^ say something 

%4WK that may make 

I more than a few of you 

cringe as you hearken back to 
that matinee of bad game theatre... . ,. v 

Chase.... HQ! There, I said it. { 'ó f 

Now for the good news. While • ,x Yj 

Ray Tracers is a sequel of 

sorts to that long lost stink-o- p jfÉjfitÊt wÊfè'A 
rama it has gone through a I 
complete metamorphosis. 

Chunky sprites have become smooth, 
texture-mapped polygons, rancid tunes 
have become Iuscious melodies from 
ZTT (Zuntata), and boring end bosses 
have gone from cars just like yours to huge 
mech-style beasties that fire smoking projec- 
tiles and animale with * 


E. STORM (j 

THE CLASSIC HQ 
REINCARNATED 
MAKES THE OLD 
ONE LOOK 
ANCIENT! 
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game moves along at a blister 
ing frame rate, by the way; in 
fact, it may be the fastest in 
its class, and a large class 
that is. So if you're 
looking for a littie import ' > 
flavor in your PS arsenal by ^ 
all means, have a look at 9 
Taito's latest. They are 
quickly emerging as a top Y 

PS developer. Wait ’til you s" 
see Ray Storm (pg. 97). Oh J 
my. I can’t wait to see what 
they come up with next! ES £ 


Huge foes await! Hamming 
Speed! Go baby go! Yudaman! 
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,j a 1 ountain Pass Pastest Drift 
iU NCW M Maeter (a rough translation 
I V lof the title) is coming to the 
( y ] U5 under the moniker of Peak Performance 
featuring Pikes Peak hillclimb for 
s .jjgyi5Jj| f Playstation. If youVe always wanted to power 
l'ttlwlf ■ jfc slide your way around twisting mountain roads, 
/ Atlus has got a game for you. 

For starters, you have a wonderful assort- 

5 _Ër ment of cars to choose from—over 20 in all. And 

aside from a few highly speciaiized vehicles like a sta¬ 
dium truck and a racing spec Viper, high performance 
Japanese cars flesh out the remaining selections. Now 


wcw» f OU»00(I f 

TlfflE 0’11"265 , 


.108 ^/h 


I first saw those little diamond-headed guys inside the car in Sega Rally 
for Saturn, but this takes it to a whole new level. 

Outside the car, things remain fairly impressive. Trackside detail is 
good, the 3D engine is fast and smooth and there’s only the slightest 
pop-up. And, as the name implies, you’ll be driving on some fantastic 
courses that undulate and twist their way around mountains. On top 
of that, the courses themselves are extremely long. 

As for the play mechanics, the title says it all; prepare to drift. 
And why not? It’s a total blast and executed very well in this game. 
Yank the hand brake and watch as the tail end of your car breaks 
loose and you fly around a corner. Good fun, indeed. The computer is 
relatively easy to beat, but it is the plethora of options that gives 
Peak Performance its longevity. There are five courses to choose from. 


iDrivers 


F,rom 


each with the option to race them forward, back 1 - 
ward, at night, in the afternoon, or at sunset. In 
two player mode, you can race with a horizontal 
or vertical split screen, both with very good 
frame rates. There is a time trial mode and even 
a gymkhana course where you can set up your 
own cones and weave between them. Finally, 
there is the amusing story mode, (which will be 
excised from the US version) where- 
in you go one on one against a 
trash talking, cigarette-smoking -V 

Add the wealth of options //. 
to the nicely done visuals and 
you have a fine racing title. 

The domestic version should !• 
be out as you read / / lf. 

this, so if you like f\ v^l 
your racing heavy on 

totally dig this. ! V ^ 
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■ Tengai Makyo series has the dis- 

I tinct honor of being the only major 
I Japanese RPG series that has never 
en translated into English. As excellent as this 
ries is, we rarely cover it for just that reason. But 
s time, I just couldn’t resist, as the setting for this 
►tallment (full title: Tengai Makyo: The Fourth 
velation: The Apocalypse IV) is none other than 
! history of this great land we call (snift!)... 

Past Tengai Makyo games were based on the writ- 
js of an apparently fictional Westerner and his 
learned impressions of late 19th century Japan. 
This time, the roles are reversed, and the developers 
made TM:TFR:TA4 based on their own clouded ideas 
! r I of American history and geography. 

ILk W*L □ I And so what if all the dates are completely wrong, 

and both Seatt,e and Portland are neighboring cities 
! | in that most Northwestern of States, Montana? That’s 

■ | ' half the charm. TM:TFR:TA4 has a very cool story- 
" lJEï 323É ,ine > with an interest ' n 9 mix °f hilarious hijinks and 
occasionally serious plot points based on the Bible’s 
1 Book of Revelations. 

As a game, Tengai Makyo’s strongest point is its video quality. The 
animation in this game is all full screen, 30fps, and with none of that 
chunky Cinepak screen garbage (although miraculously, it is Cinepak). 
This video is, astonishingly, better than the PlayStation’s best, even 
though in every single previous game, the Saturn has lagged far behind 
in video quality. 

The battles are impressive, with full screen enemies that look great, 
but could stand a few more frames of animation. Unfortunately, the 
overheads are disappointing, with simplistic visuals and bland colors 
reminiscent of PC edutainment titles. While it’s cool to be visiting such 
actual locations as New Orleans, Phoenix, New York and Hollywood, the 
game would be much more enjoyable if they didn’t look so bland. ^ 
The mixture of stereotyped American history and biblical^^^ 
imagery is a guarantee that TM:TFR:etc., etc. 
never make its way to the States. But import 
buyers might enjoy this one as both 
pretty good RPG and a fascinat- ^ 
ing cultural curiosity. 


Full 

0**^^ screen battles, 
with Hudson’s astounding 
“High-Brii™ 1 ” animation! 


£ Takuhi 
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SEGA SATURN 


' 'Elementalists,' and wishes to release the mystical energy so 
' that he can use it to conquer the world. 

' Thus opens SNK's latest fighting game, King of Fighters '96. I 
awaited this one with excitement, not only because Tm a huge 
SNK fan, but because KOF '95 is still one of my favorite 2D fighting 
games. Yet, I did have one reservation: In all of SNK's fighting 
game series, the third title has always been a very poor game. This 
being the third KOF, I was a bit worried. 




Images and Artwork © SNK 1996. 1997 
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Thankfully, my fear was for no reason. KOF '96 is an 
exceptional game, and a solid progression of the series. Play control 
is very close to '95, yet with little modifications to balance out game- 
play. Changes range from giving short attacks more of a delay, to 
replacing the 'background dodge' ability with a somewhat less 
cheesy roll. Some existing characters get new moves, or tweaks of 
their old ones, and as always, a new bunch of participants show up 
for this year's competition. Making an appearance are Kasumi and 
Mr. Big from Art of Fighting, Geese 
Howard and Wolfgang Krause from 
Fatal Fury, and original characters 
Mature, Vice, and Leona, among others. 

Most of the new characters are great 
additions (except for Kasumi), yet l'm a 
bit upset at some of the decisions con- 
cerning who was taken out to make 
room (they should've kept Billy!). 

Graphic quality and detail is at its 
usual high level, and many returning 
characters were given new standing 
poses and animation (and if you 
thought Mai couldn't get any, er, 

'bouncier,' just wait until you see her). 


Backgrounds range from the simply 
okay, to the absolutely amazing: two 
notable stages are the streets of 
Osaka with its cars zooming by 
and huge monitors playing 
* clips of animation, and the 
stadium with its roaring crowd and onlookers 
walking around wearing huge heads depicting 
(ÊÊÊf their favorite fighters. 

So how does the Saturn version compare to the original 
arcade and Neo*Geo cart versions? Very well, thanks in part to the 
RAM cart that SNK has produced. The only real disappointment is 
the character samples, which are a little muffled and soft. Still, its a 
fabulous translation, and excusable when you see all of the anima¬ 
tion and background detail. And, remember, KOF '95 had its own 
specialized RAM cart, and its background music wasn't redbook 
audio as it is in '96. On a side note, SNK has 
started doing with its Saturn games what it 
does with its Neo*Geo games: There is an 
English option which allows you to play the 
game fully in English. A wonderful option, 
especially considering it's rather unlikely we'll 
see this game in America anytime soon. 

Thankfully, while it seems that, day by 
day, 2D fans like Nick Rox and myself are 
becoming extinct, companies like SNK still 
care about us. King of Fighters '96 is a top- 
quality fighting game, and is not only a must 
for all SNK fans out there who don't own a 
Neo*Geo or Neo*CD, but for all fighting 
game fans as well. S 
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FfcOM JWhÜ <OME$ U NÈAOV POSE OV 
POWEfc... eiiT U/lLL THlS MVSTK PETEÜtfEJ^EUfg^ SEE 
THE U£HT OV OM Itf AMESKA? 


"^jj^ond memories of the classic Mystic 
00 H Defender (an early Genesis masterpiece) 

I came screaming to mind the first time I 
laid eyes on TWI’s Psychic Warlock. It wasn’t 
until playing it however, that I realized this 
could easily be considered that game’s sequel, 
should Sega wrap it up for a domestic release. 
Don’t hold your breath though, I doubt 
SOA knows it exists. The game was 
produced by the unlikeliest of compa- 
nies, Time Warner Interactive... Japan. x 

And even if they did, a game dealing with 
such dark themes would likely be turned 
away. Here it is, though, for your viewing ^ 
pleasure, a hot 2.5D game for the Saturn, 
made up primarily of beautifully textured poly- 
gons and bursting with inspired special effects. 
Literally everything you see, except for the dis- 
tant horizon and the characters, is polygonal. 
The Saturn’s 2D engine is indeed a screamer. 
50,000 were produced before TWI Japan ceased 
operations. A fitting swan song, indeed. 
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THE SATURN FLEXES 
ITS 2D MUSCLE. 

























This energy can be accumulated by 
holding down the attack button and 
||u- unleashed upon releasing. 

A full charge sends a ƒ 
|Lv*& furious stream of death Èk 
MC3.through every living J. 

, soul. You can block jm 
■KShIK enemy attacks 4 , 
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^ ^ by throwing down a 
j/* protective sphere. 

Mt '*' Mastering this tech- 
/ ™ nique is key to your 

survival. Platforming, 
sliding, dashing, and 
some amazing boss 
encounters along 
with some super cool 

level design garnish the . 

feast. It’s hardly ever 
straight walk and shoot, 
and when it is, it’s intense. 

All this, combined with the unique 
attack mechanism and a two player 
mode makes for a very challenging M 

and entertaining, albeit short (about 
an hour and change) game. But blissful 
graphics, fresh gameplay, and a sound- 
track right out of ancient Japan scream 
play me again. If you frequent the import 
market, add this legacy of a dying breed 
to your quiver of games and dare to 
walk in the sandals of a warlock. 


press mr 


f4 * ’ 

'a y 

m ■ ^ 


“ 4 j 


iiïiSS 

|j t „Jij: 1 ***0Ë' 

,<5 „ 

4 * v 35 



>» 


r*g'£S»rr 

jj 




109 











mm 


gl ETST 

12 liss WBH 


SEGA SATURN 2 NEWS AND SPECS! 

Ok, first things first. Although these specs 
came trom a reliable source (a top Sega devel- 
oper who recently received a Saturn 2 devel- 
opment station), they may change in the 
months leading up to Saturn 2’s official 
announcement. Having said that, the specs 
are current as of this month, and we knew 
you’d want to know them... 

The first revelation about the Saturn 2 (the 
name wiil change) is that the machine will 
once again be CD-based. Sega wants a 12x 
speed CD Rom to minimize loading, along 
with between 8 to 16 megabytes of RAM (yet 
to be decided)—an unprecedented amount of 
memory for a videogame console. The 
machine will be powered by a Hitachi 64-bit 
CPU (rumored to run at speeds of 150 MHz) 
and come complete with a 64-bit graphics 
chip based on a current PC 3D accelerator 
card called the Monster 3D. The sound chip 
is said to be a Creative Labs AWE 32, a high- 
end PC sound card that is actually used by 
musicians to mix tunes! 

The Saturn 2 is currently scheduled for a 
Sept. 1998 release date in Japan, with a US 
launch shortly afterwards. The price being 
quoted at the moment is between $250 to $350 
(in Japan) though that may change. Ali inter- 
nal Sega development teams have taken deliv- 
ery of their development systems already, and 
Sega has told them that they must have their 
launch games ready by no later than August 
1998. We have no news yet on what those 
launch titles might be, but either an enhanced 
VF3 or possibly even VF4 is likely. 

SATURN NEWS 

Unfortunately, Sega will NOT be releasing 
Warp’s spectacular FMV adventure, Enemy 
Zero (EO), here in the States due to bad focus 
testing. it’s possible that some other American 
Publisher may piek it up, but don’t hoid your 
breath. Fighters Megamix, AM2’s spectacular 
3D fighter, will not be released until June, and 
there’s even a rumor that VF3 may not even 
make it here due to high costs (the 
upgrade/memory cart itself costs around $60)!! 

In related news, Team Andromeda is cur¬ 
rently working on a sequel to Panzer Dragoon 
Zwei for release later this year, and get this— 
it’s going to be an RPG and not a 3D shooter. 
Yuji Naka is also hard at work on NiGHTS2se\ 
to debut in Japan in July, and the USA in 
September. The game is said to feature the 
same style of gameplay (2D control in a 3D 
environment) though this time with a vastly 
improved graphics engine that displays 
approximately three times as many polygons 
as the original. 


WILLIAMS PROJECTS FOR ’97 
During a recent visit, Williams gave us the 
lowdown on a few of the games they will be 
showing at E3. For the N64 there will be Quake 
(yes!), San Francisco Rush, Roboiron X, War 
Gods, Wayne Gretzky 2, Joust X and MK4. All 
games are 96-meg carts to be released in the 
third or fourth quarter. Williams also told us 
about an all new Mortal Kombat RPG that is 
being produced by John Tobias. MK 
Mythologies: Sub-Zero’s Adventures for the PS 
and N64 will be a 4th-quarter release and will 
feature characters and locations trom the MK 
universe. For the Playstation Williams is cur¬ 
rently developing a follow up to the Williams 
Arcade Classics CD and an all new 3-D version 
of Atari’s legendary Centipede. 

NINTENDO DROPS PRICE OF N64 AND 
DELAYS MORE GAMES! DOH! 

Last week, Nintendo announced that the price 
of the Nintendo 64 in Japan will drop by a third 
from 24,800 Yen ($249 US) to 16,800 Yen 
($135 US). Accordingly, NOA are set to 
announce a price drop for the American N64 at 
E3 to $149.99. Rumor has it that the 64DD 
might NOT be at the show, simply because 
Nintendo wants their N64 user base to grow 
before they bring out an add-on. As for Zelda 
64, NOJ recently announced that the game will 
NOT be 64DD, and wili instead be released on 
a 128-meg cart in the 4th quarter. Then, when 
the 64DD is released next year, Nintendo will 
release a new disk version of Zelda with more 
levels and features that weren't in the cart ver¬ 
sion. 

In other 64DD news, Genyo Takeda, the man 
responsible for the 64DD and the N64 con¬ 
troller, recently told the Japanese press that 
there were 10 games in development for 64DD: 
Zelda 64 Plus, Sim City, Mario Paint, Super 
Mario RPG 2, Fire Emblem 64, Pocket 
Monsters 64, Cabbage (name will change), 
Bass Turi No. 1 Part2 (a fishing game), Mother 
3 and Super Mario 64 2 (which will now feature 
different player-controlled characters, SMB3 
style). 

Nintendo will ship the 64DD in the 4th quarter 
of 1997 in Japan, with between 2 to 3 titles 
available at launch. NOA is aiming for a Ist 
quarter 1998 release in the States, though 
that’s expected to change. 

Finally, Miyamoto has a new RPG in the 
works (the format is unknown) that is said to be 
Nintendo’s attempt to counter Square’s FFVII 
and Enix’s Dragon Guest 7. Shyeah, right! 

SONY NEWS 

It’s official. Enix has signed a deal with 
Sony of Japan stating that the highly anticipat- 


Uül 


ed Dragon Quesf7 will be a Playstation exclu- 


sive'. The game is rumored to be in develop¬ 
ment for a Summer ’98 release date in Japan, 
with a US version not scheduled until Ist quar¬ 
ter 1999. Also, Sony of America will release 
the US version under their own label and not 
Enix’s, just like they do with Square. 

Sony’s first RPG, Beyondthe Beyond, has sold 
over 100,000 copies to date, and Sony is very 
excited about the success of a relatively low-key 
RPG. Coupled with the success of Suikoden, 
this is good news for PS-owning RPG fans. 

Tekken 3 will hit the PS later this year with 
an upgrade pack that enables the PS to per- 
fectly emulate Namco’s system 12 coin-op. 
Wipeout 3 is also in development for later this 
year, with new tracks and new vehicles. 

Finally, we have some preliminary Informa¬ 
tion on Playstation 2. Set to ship in 1999 in 
Japan, the rumored specs consist of a 64-bit 
200 MHz CPU, a 64-bit graphics chip that can 
handle 5 to 10 million flat-shaded polygons 
per second, and 32 Megs of Ram! Already 
word reaches us that FFVIII is to debut on this 
new system, though no one is quite sure when. 

FINAL ROUND... 

Any Channel, the developers of POed, have 
ceased development of POed 2 for the PS 
because they couldn’t find a publisher to sell 
their game. Instead of making videogames, 
Any Channel is concentrating on developing a 
3D rendering engine for the PC that is said to 
completely eliminate the need for 3D acceler¬ 
ator cards! Hmmm... 

Westwood Studios still hasn’t begun develop¬ 
ment on Command & Conquer for the N64, 
though they admit that technically it is possi¬ 
ble. They are currently in the process of con- 
verting the MCpseudo-sequel, Red Alert, and 
Lands of Lore to PS for a 4th quarter release. 

Street Fighter Vs. X-Men on the Saturn will 
ship with a RAM upgrade cartridge and should 
be out by July. Capcom has pushed back the 
release date on Resident Evil 2 from March to 
the end of the year in Japan. The US version 
is expected to hit some 2 to 3 months after 
that. The game will now come on 2 CDs and 
will be at least 50% bigger than the first. The 
Saturn version of Resident Evil is also in devel¬ 
opment. Subtitled Resident Evil Dash, the 
game will be released in Japan this Summer 
and will include features exclusive to the 
Saturn. Last but not least, Capcom confirmed 
that Street Fighter III WILL be converted to 
consoles, though no specific platforms were 
mentioned. Place your bets now, ladies and 
gentlemen! 
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To Sell Games/Systems 

J. On a fuB sized ptece of paper, write your name, complete address, phone 
44.95/20.00 number and a Est of al the cartrdges vrith the buy back prices you are seSng. 
34.95/14.00 2. If you would 6ke to purchase cartridges wrth the mooey or credit recerved, Sst 


«1® fU^OTOKCROSS 39.95/20.00 


Ml STAR HOCKEY 19.95/6.00 
HOCKEY 97 39.95/15.00 hIOCTANE 

24.95fl.00 HYPER SLAM WREST. 
TWARRIORS 2495/8.00 IMPACT RACING 
TS 29.95/10.00 INTHEHUNT 

TS W/CONT. PAD 44.95/18.00 INCREDIBLE HULK 
WORLD INTER. EXT 24.95/8.00 INTLTOACK & FIELD 


ru44LC riunicn 
19 95FI8 00 SWAGMAN 

swïv 

^iviann SYNDICATEWARS 
2^“ TARANTUA 

SSKiS tecmostackers 

TECMO SUPERBOWL 


IR DRAGOON 2 
1LE BEACH GOLF 
-ECT WEAPON 
TOUR GOLF 97 
'ERSLAVE 
ERBLADE 
IALRAGE 


A RALLY CHAMP 
1SHOCK 
IING WISDOM 

;ity 2000 


44 95/20 00 TECMO SUPERBOWL 29.95/12.00 

24 9^8 00 ronman^O MANOWAR34 95114 OO TECMO WORLD GOLF 39.95/15.00 

24.95/8.00 TECMOSDECEPTION 39.95/18.00 

®^'5.00 JOHNNY BAZOOKATONE 19.95fl.00 
®^ 5.00 JUMPING FLASH2 34.95/14.00 TEMPEST' 

k*LUNG_zoNE—• man 

P4 9M0O tetrisplus 

39 95/1800 THE FINAL ROUND 

^Soo themepark 

39 95/2000 ™UNDE RHAWK _ 

3995/20 00 
39.95/20.00 

S hardcore 4X4 44.95fl0.oo Send vot/r Cartridges/Orders to : 

^ 9^ 4.00 tnn0UTD 00RBASS97M.95I2A.(XI Y y ' 

SS ®™ TOBALNO.1 39.95fl0.00 

2995^099 TOMB RAIDER 39.%120.00 

r TOKYOHWY BATTLE 3495/14X0 

TOP GUN 29.95/1 ZOO 


■«UK.»... 3 - Pack your cartndges, afl paperwork in a box. Send the box lo the address 
na Qwism 5elow by UPS or registered mail. Be sure to indude the 'Dept ff' on the outside 
39 95/2000 of your package. 

34 95/14 CO 4 - Your check wi normatty be mailed vnthin 3-5 working days of rece.ving your 
39.95/18.00 cartridges. 

34.95/14.00 __ _ ^ 

SIS To Buy Games 

« 1. on a full sized piece of paper, write your name, complete address, phone 
3495/1400 louter and a list ol all the eartridges you would like to order. To speed 
3495/1400 Passing of your order, list an alternatie for each titte you are ordering. 
3995/1890 Z Calculate the total tor the cartridges you wish to order, induding shipping & 
39.95/16.00 handling charges ($7.00 for the first cartridge, $1.00 for each additional. Alaska, 
39.95/18.00 Hawaii, PR, APO, FPO, PO Boxes doublé shipping & handling charges). 
34.95/14.00 Caiifomia residents add 7.75% sales tax. 

39.95/18.00 3. Allow 21 days for personal checks to dear - send money order for tastest 
19.95/6.00 processing. 

29.95/10.00 4 send your order to the address below. 


•uroeiiann icnncnz 
29K/1000 TEMPESTX 

KINGOFFIGHTERS 

_ 24.95/8.00 KING'S FIELD 

RTERBACK ATTACK 19.95/6.00 KING'S FIELD 2 
JAN 19.95/6.00 KRAZYIVAN 

KDEO 34.K/15.00 uhdsoFLORE 

JRNFIRE 29.95/10 00 LEAGUE OF PAIN 

DLUTION X 19.95/6.00 LEGACYOFKAIN 

2 RESURRECTION 19.95/6.00 fnADED 
DRASH 39 o 95/'5.00 lONESOLDIER 

OTICA 19.95/6.00 MACHINE HEAD 

rlKINGDOMSA 39.95/15.00 KagIcCaSpET 

23^/'000 UAGICGATHERING 
MAJOR DAMAGE 

343^ 2.00 UANSION OF HID.SOULS39.95I\B.OO 

3395/1500 MARVEL SUPER HERO 44.95/22.00 

.ETONWARR'ORS 24.95fl.00 MASSDESTRUCTION 39.K/18.00 
JJNJAM96 19-95A.00 UAYHEM 39.95/20.00 

39.95/18.00 MOK 39.95/20.00 

39.95/20.00 UECHWARRIOR 2 44 K^00 ._ 

34.95/14.00 UEGAMAN8 44 95/2400 I We wil buy back your old videogame Systems and games. We buy al car 

29.95/10.00 MICKEY MANIA 39.95/20.00 1 feted in this ad. Recerve a check back, purchase other game titles of your 


BRE Software 

352 W. Bedford Ave, Suite 104 Dept F4 
Fresno, CA 93711 


IC BLAST 
IET STRIKE 
CE HULK VENG. 
T GOES HOLLY. 
EET FIGHTER 


Send us your old systems 


>HA2 
1IS PLUS 
ME PARK 


c.ccccc MINNESOTA FATS FÜOL44.95/20.00 I 

SS SSST SSSS I Genesis core system 


39.95/1 _ ___ 

2995/1000 £SKtT > ' 44 24 S I Super Nintendo core system 
«ffies motor toon g p ®w 4 oo Saturn (w/1 control pad, AV cable) 

WOTOWSPOflrS 39.95/15.00 MYST 39.95/18.00 I “ — —... -• ... 

B RAIDER 39.95/18.00 MYSTARIA 44.95/20.00 I 

DRA VAiSy GOLF wSloO NAUOT MUSEUM VOL 2 29 95/1000 I NimenOO (W/ I COriirUI pclU.MV UctUlfcfj ^ I 4CU I 

MKmm ^MMCO MUSEUM VOL 334.95/14.00 Above are buyback pnces onty. We do nol sel used Systems. Systems must indude 1 Control Pad. AC Adapter 
mF?HTFR0 UN 4 P4^B00 NASCAR , RACIN r - G 4495/20“ 1 and R F Cable or A/V cable. Genesrs Systems must indude CD connector cover. Additional controllers also purchased.' 

mmm n! 4495^00 ffS. n^ezone 00 1 De,eclivesys,ems ** retumedal ^ expense($ 100 ° S 10 “’ M d ^i Kled J or „ each T issin9 w I 

UA FIGHTER KIDS 29.95/10.00 NBA IN THE ZONE 2 ■ ■ - -- ... - . * 


Sm | Sony Playstation (w/1 control pad, AV cable) 
... 1 Nintendo 64 (w/1 control pad, AV cable) 


We Buy I 

$15 1 
$20 I 
$60 1 
$90 I 
$120 , 


Si m * 

yjdec 


Defective systems wi« be retumed at your expense ($10.00 minimum). $10.00 wiS be deduded for each missing or I 
' • ' controller, AC adapter, RF cable, A/V cable. Satum/PlayStalion RF units purchased separately._| 


vlow Buying/Selling PC CD-ROM Games-Call/FAX for Catalog 


s in TTAUCSm newer and may or may not be avaüable. please ca» for avaüability. All games must indude box, jewel case. instrudions. and any hint books/maps that were mduded wrth the game. 
will deduct $2.00 for each SNES/N64 cartridge without a cardboard insert, $5.00 for broken CD cases, $1.00 lor braken jewel cases. Games without box, instructions, etc wilt be retumed at your 
mse. Cartridges/Discs not in resellable condition or with evidence of rental store stickers will be retumed at your expense ($5.00 minimum). All Used games have a 90 DAY WARRANTY and are 
act to availability. We reserve the right to refuse any sale or purchase. Allow 40 days to receive orders placed with money orders and 60 days to receive orders place with personal checks. No refunds 
«changes on cartridges. For shipping. add $8.00 for the first two games and $1.00 for each additional. Alaska/Hawaü/PR/APO/PO Boxes doublé shipping charges. We do not ship out of the United 
as. Califomia Residents add 7.75% tax. No COO's. Prices are for mail order only. II we do not receive your package by 4/30/97 or your game titles are not östed in this ad, you will be paid Irom our 
snt catalog. Prices are based on 1 copy per We, to buy or sefl in quantity, contact our Wholesale dept To recerve prices in this ad you must indude the 'Dept #' (ram this ad on the OUTSIDE ol your 
age. II you are undear about any of ou- polides, procedures or prices, please cal FAX (209) 432-2599. Playstation and the Playstation logo are tracemarks of Sony Computer Ent» 
sr Nintendo,Nintendo 64 and N64 are registered trademarks of Nintendo of America Ine. FAXBACK Information System (209) 432-2644. E-Mail inquiries to BRESW@AOL.COM 
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Saturn, and after a quick trip home to the 
States, I finally got a chance to see the 
Playstation dominating the gaming scene first 
hand. For me, it was positively frightening. As 
stores that had demo machines set op, the 
Saturn demo either wasn't working or had some 
overly lackluster game running (the original 
VF?\ Come on!) whereas the PS has games like 
Star Gladiator, Twisted Metal 2 or Tobal No. 1. 
And I haven’t even mentioned the N64. 

Now l’m back in Japan and it seems that the 
Saturn is faltering here as well. It's most likely 
due to the promise of FFVIHor the PS, hut why 
are reaily cool anime-related games coming out 
tor the PS only? I mean look at it: Zeiram Zone, 
Ranma 1/2, Ghost in the Shell, Saber 
Marionette J and Battle Angel to name a few. 
Okay, the Saturn got a Ma cross shooter, two 
Evangelion adventure games and a Magie 
Knighl RayEarth RPG (l’m still waiting, Working 
Designs). The PS has the edge by far. 

Now here’s the kicker—I just read in a 
Japanese gaming mag something that made my 
heart skip a beat in a bad my—‘Dragon Quest 
Vit and ‘Playstation’! If this doesn’t spell the 
beginning of the end I don’t know what does. 
Hello, Sega, if there was ever a reason to make 
a new PhantasyStar game, this is it! 

Don’t get me wrong, I love my Saturn. It’s just 
I don’t want to see my game system of choice get 
crushed by Sony’s marketing muscle and 
Nintendo’s popularity, or get left out in the cold 
by all the third parties. I’ve been down that road 
before with my Duo. It’s not a pleasant drive. 

So Posty, what do you make of this dilemma? 
Is the Saturn being overshadowed in almost 
every aspect by the PS? Does Sega have any 
aces up their sleeves to pull them through this 
crisis? I would greatly appreciate your input. 
Dustin Blaine Javier 
NAF Atsugi, Japan 


FROM A CAVE DEEP INSjlDE AGOURA 


Dear Postie, 

I can’t believe the space they left you in 
February 1997 issue! You should take an ax to 
the Editor-in-Chief for that sin! 

I would also like to reply to what Chris Jones 
said in that same issue. Yes, Chris, I compre- 
hend what you’re saying, but it proves you are a 
complete idiot. The reason you always play the 
rpje of a character in RPGs is because THAT’S 
WHAT MAKES THE FREAKIN’ GENRE! You think 
about that, Chris: Role Playino Game . Geez! 

Finally, l d like to crown Takuhi as the king of 
GameFan. He’s always reviewing the hottest 
RPGs and writes with intelligence! 

Takuhi rules! 

Sincerely, 

Adam Lindsley 
llwaco, WA 


out here? 

4. Will it be Final Fantasy VII or IV(\ hope it is 
VII , it sounds more dramatic)? 

5. If Shin-ra runs on Makoro energy, then why 
is it SEC (Shin-ra Electric Power Company)? 

6. What kind of pencils does Tetsuya 
Nomura use? 

7. Isn’t Tifa cute? 

That’s it. Seven questions, ironie, huh? 
Jeremy Thomas 
Okmulgee, OK 


This letter is just the tip of Final Fantasy ice- 
berg that smashed into my post-bag Titanic this 
month. Hopefully Takuhi’s review should answer 
most of your questions, but for those of you who 
have workedyourself up into a unstoppable FFVII 
feeding frenzy, here's a few more FF nuggets . 

1 . Yes. All of them. 

2. 1 take it you mean playable characters other 
than the above? Not that I know of. But there is 
a Game Shark code that allows you to have 
Sephiros and P-Cloud in your party. 

3. September the 7th is the date to mark 
on your c alen dar. Just think... that’s nearly 
six months till you get to play an English ver¬ 
sion of FFVII. Bet you wished you read 
Japanese now, eh? 

4. Good news Jeremy. Sony feels the game is 
now distinguished enough to retain the Japanese 
series titte. FFVII it is! 

5. Hmmm. That's a good question. Probably 
because Shin-Ra transforms the energy from the 
planet into electricity. 

6. The lead kind. 

7. Distractingly so. Just wait for the ending! 
And Jeremy, look up ironie' in the dictionary. 


Well, when you’re right, you’re right. I won’t 
try to sugar coat it Dustin, the Saturn is definite- 
ly third in the rat race right now. The amount of 
times Tve seen defunct Saturn displays in chain 
stores is truly distressing. But I don 7 think Sega 
is ready to give up the ghost quite yet. 

Besides, why should the Playstation s success 
stop you enjoying your system, or the numerous 
brilliant games available for it? Independence 
Day may well be the highest grossing film ever, 
but does that make it the best? Of course not. 
You’re right not to underestimate the importance 
of the Enix/Sony deal, but I wouldn’t worry too 
much about Sega losing third party support. Even 
though the Saturn has sold less units than the PS 
or N64, as Youchi Miyaji pointed out, the Sega 
user base is proportionately more active than 
Sony or Nintendo, meaning it is still profitable to 
produce a Saturn game. As for aces up sleeves, 
the new Bandai merger should bring a few sur¬ 
prises, and keep an eye out forM F3... 


I received a number of heated letters that took 
offense to Chris Jones ’ ‘ I hate RPGs ” rant. All I 
can say is, take it easy guys, it’s a free(ish) coun¬ 
try. Mr. Jones is entitled to his opinion just like 
everyone else! Even if it is tragically and woe- 
fully misinformed. As for Feb 97, don't remind 
me. My psyche is scarred forever. 


Dear Purveyor of Postography, 

I get your mag often (Tm going to get a sub- 
scription) and I love the way you’ve been giv- 
ing us updates on... FINAL FANTASY VIP. 
Ahem. I own a Playstation (naturally) and I 
can’t wait till... FINAL FANTASY VII comes 
out. I love the FF series and this one looks 
like it rules! Anyway, a few questions on... 
FINAL FANTASY VIP 

1. Are Cid, Tifa, Red XIII, Vincent, Caet Sith, 
and Yufi controllable party members? 

2. Are there any more characters? 

3. It’s already out in Japan but, when will it be 


Dear Omnipotent Meister of Post, 

Being one of the female gamers writing in, 1 
would first like to compliment you on letting our 
voices be heard. The videogame community 
cannot ignore us! Now onto my rant. Who was it 
that said Tetsuya Nomura’s FFVII art sucked? 


Dear Postmeister, 

Tm reaily worried. You see, Tve got a 









They should be tarred and feathered! The new 
artist rules! His art is satisfying, smoothly shad- 
ed and yet detailed. Now the old FF artist on the 
otherhand... Urgh. I viewed Yoshitaka Amano’s 
lirst piece of art tor FFVII (in your magazine, no 
less) and turned away in disgust. Cloud doesn’t 
even look like a man! Aeris’ hair is blond! The 
two artists shouldn’t even be compared! 

Next I want to say that l’m tired of readers 
writing in and bashing polygons because of 
their lack of personality. Did any of these read¬ 
ers ever see Mario 64? Or FFVII? I think there 
is more expression in these two games than 
any of their predecessors. I for one believe 
that the silky smooth animation of polygons, 
realistic movement, and 3-D capabilities more 
than outweigh their ‘lack of personality’. Now 
on to the questions. 

1. Is it possible that Arika could port Street 
Fighter EX onto the N64? It’s completely polygo- 
nal, so it seems possible... Is it even going to 
arcades, or just the Playstation? If it’s in 
arcades, could it compete with Model 3? 

2. Is StarFox 64 going to have two player capa¬ 
bilities like StarFox 2? Two player team, I mean. 

3. Is it remotely possible that Team 
Andromeda will join GDNet? Imagine Panier 
Dragoon 64W 

4. The last time Takuhi mentioned the FFVII 
frame rate it was running at 15 fps. Will it run 
taster in the final version? I hope so. 

5. What ever happened to Legacy of Kain? You 
guys never gave it a viewpoint! 

6. What ever became of Terminus? A long 
time ago you said you’d be bringing a big review 
on it? Is it good? 

Oh, and even though I like anime, I don’t like 
Sailor Moon. 

Thanks, 

Brieile Myers 
LA 

Well peel my tangerines! A pro-polygon letter! 

I agree with you, Brieile, polygon graphics are 
just as effective an aesthetic medium as hand 
drawn art. If a polygon model lacks character or 
personality, it’s the designer and animator who 
are at fault, not the medium. Plus polygon 
graphics have the obvious advantage of creating 
a 3D world. Having said that, polygons will never 
be able to completely replace 20 art, and you 
know what? I don’t think they have to. There’s 
enough room in this industry for everyone. 

1. Capcom is an N64 developer ; so it is possi¬ 
ble. SFEX is currently doing the rounds in the 
arcades with a PS version already on its way 
(featuring enhancements and new characters). 

2. There is a multiplayer mode in StarFox 64, 
hut I don’t think its team play. Vs. only, so it’s 
li lahz-laha, Odulabua ” to that idea. 

3. I wou ld have said no, hut af ter recovering 
trom seeing Treasure code an N64 game, any- 
thing is possible! 

4. Most of the game runs at 30 fps (some of 
the sub-games run at 60 fps) but the battle 
scenes still run at 15 fps. Be advised, however, 
that those 15 fps are filled with some of the 
most insane effects known to man. 

5. Er, there was a reason why we never view- 
pointed Legacy of Kain, / just can’t remember it. 


Still, out of this mishap comes a world first! A 
Postmeister viewpoint! 



Yes! At last! Those GameFan do- 
gooders thought they could keep you 
safe from me BUT THEY WERE 
WRONG! Here lam baby! In the flesh! 

Telling it like it should be told. No 
holds barred, in-yer-face, mother| 
truckin’ honesty! I don’t like a game, I 
destroyit! Ha! See how that works baby! Yeah, that’s 
right. I’m Accolade’s worst nightmare. I make T*HQ 
sweat at night. Mindscape has a $50K contract out on 
myhead! And you know what? I don’t care!! ’CuzI’m 
just plain KERAZY! Mwa-ha-ha-ha! Oh yeah, Kain. 
It’s er, well, it’s kind of... uh... I didn’t play it. 


G]-, [CJ-, IMUOn 
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6. Terminus was to be Scavenger’s first game 
to use their NERB technology; 20 sprites drawn 
from every conceivable angle to appear like true 
30 characters. It is still in development and the 
moment we hear more, so will you. 


Postmeister! 

In the January issue of GameFan, someone 
wrote in about how upset they were that Square 
was working for Sony now. You replied that the 
fact they were making games at all was the 
important thing, and that as long as the games 
were good, that was what counts. At the time, I 
was quite inclined to agree with you. As a 
Saturn owner who doesn’t really care about 
Sony and Nintendo (well, I do have a soft spot 
for Miyamoto’s works) I tilted my head back and 
laughed, “Ha Ha!!!” But now the tables are 
turned. It’s Go Go Troublemakers, and it’s 
TREASURE DOING AN N64 GAME??!! 
NOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO 
(Snip! Sorry, a page of Os is a bit excessive). 

And the graphics are rendered ! Everything 
they’ve done before was hand-drawn. I pre- 
fer hand-drawn art to renders 100%. I am a 
big Treasure fan and bought a Saturn just for 
Guardian Heroes (although if I had played 
NiGHTS before, it would have sold it to me 
instead). I thought Treasure would continue 
to work on the Saturn; Silhouette Mirage is 
still in the works, right? 

Thanks, 

Michael Stearns 
Ellensburg, WA 


Thanks for the letter, Michael. Sorry we had to 
edit it down a little but paper isn’t cheap, you 
know... Well, yes, we were all a little shocked to 
hear that Treasure was developing for Nintendo 
(albeit through ENIX) but you’ve got to admit, it’s 
pretty exciting news. System loyalty is 
admirable, but aren’t you even curious to see 
what Treasure is going to do with the N64? No 
word on Silhouette Mirage (it’s still in develop¬ 
ment), but keep in mind that Enix’s recent 
announcement means a Saturn version of Yuke 
Yuke Troublemakers is a distinct possibility. 


Dear Postmeister, 

l’m a brand new subscriber. Please print this 
letter or write back to me. 

1. Are Sonic the Fighters , Indy 500 or 
Gunblade New York coming to Saturn? 

2. Would Gunblade New York use the Stunner? 

3. Will there be a NiGHTS 2. Virtua Cop 3 or 


Check us out Online at - http://www.gamefan.com 


a true Daytona 2? 

4. Will there ever be an Ecco the Dolphin or a 
Toe Jam and Earl tor Saturn? 

5. Is Wave runner, Sega Touring Car or Jaleco’s 
Super GT2nd coming to Saturn? 

6. Will there ever be a Saturn version of 
Jurassic Park: The Lost World or Batman and 
Robin ? 

7. In your Feb issue you said that Crystal 
Dynamics is making a Gex2 and a Pandemonium 
2 for Playstation only. Please teil them they 
should release those two games lor Saturn. 

8. Will there be any more Sonic games for the 
Saturn? 

9. Will there ever be a Sonic Kart game for 
Saturn like Sonic Drift 2 on Game Gear? 

10. Last, is there a Tomb Raider 2? If so, will 
it be out for Saturn? 

Thank you for your time, 

Eric Gustafson, 

Hinsdale, IL 

Wait, let me guess. You own a Playstation, 
right? Geez, what do I look like to you, a Sega 
game Schedule list? But since you’re new... I 
guess l’ll play ball. Just this once, you hear? 

1 & 2. All three games have been announced 
for Saturn, and should turn up later this year. I’d 
imagine that Gunblade will be Stunner compati¬ 
ble, unless Sega releases a new light gun periph- 
eral (unlikely). 

3. NiGHTS 2 is under consideration, although 
there is nothing solid at the moment. No word 
on Virtua Cop 3 or Daytona 2, although AM2’s 
latest Model 3 coin-ops (House of the Dead and 
Scud Race) can be considered as psetido- 
sequels, and they’re both due for Saturn conver- 
sions at the end of this year. 

4. Probably not, but if there was, my money 
would be on Ecco over Toe Jam & Earl. 

5. Touring Car has been announced, but noth¬ 
ing on those other two. 

6. Lost Worlds is being developed for the 
Saturn by Appaloosa, and if you mean the new 
Batman & Robin movie, I wouldn’t be surprised 
if a Saturn movie license turned up. Probably 
by Acclaim. 

7. Er, okay. 

8. Sonic Extreme is being developed by Sega 
of Japan as we speak. 

9. Sonic Drift 2 wasn’t very good so don’t hold 
your breath. 

10. Good news! There is a Tomb Raider 2 in 
development for Saturn (as well as 
Playstation), and Core wants to use the VF3 
upgrade cart to make it as spectacular as pos¬ 
sible. Well, Ihe more polygons they use on 
Lara’s rear the better, that's what I say... 

Well that about wraps up my bag of goodies this 
month. You keep writin’, ya hear? 


^fte to 09e o® I’ll Bun /oB /^etident! 

Ije AsSt m $ 

5137 Clareton Dr. Suite 210 

Agoura Hills, CA 91301 
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As. usual, we just can t close an issue of GameFan without . 
squeezing in every last bit of goods. These Wild 9 shots arrived 
just hours before we shipped film and so, we booted a house ad 
and voila! Wild 9! 


000 ^ 0 *^*' ’' games have always 
delivered one thing—a new and 
refreshing ga.ming experience. Clones, 
they do not make. They’re pioneers, dad- 
gum-it! Their latest experiment, Wild 9 is 


still a ways out (4th Q) as the team tack¬ 
les the formidable challenge they’ve once 
again laid out for themselves. 

Judging by these sereens I believe it’s safe 
to assufne that the camera work in W9 
promises to be absolutely phenomenal. 

The storyline l’m told, is equally capacious, 
with TV and action figure tie-ins already on 
the horizon. We’ll dive deep in to W9 the 
moment we get a preview copy. Until then 
enjoy the latest batch of actual sereens 
we’ve seen in many moons. 
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INTRODUCING THE POWER WHEEL. IhUt anmlul 


CONTROL. 


Ergonomically shaped for maximum comfort. 

Five levels of programmable rapid fire for each button! 

Adjustable for traditional or 4-way directional movement com¬ 
plete with adjustable sensitivity! 

^guaöog SterimgS A unique Wheel around the D-Pad provides a distinctive driving 
experience which can be fine tuned to the players likingü 

The large 2" display is easy to read and program! 


POWER WHEEL'... 


•NINTENDO 64. PLAYSTATION 
and SATURN compatible! 
•Programmable shift buttons and 
4 position shifter on the column! 
•One-piece design, triple connecter 
for all 3 platforms! 

•Programmable toot brake and throttle! 
•Analog gas and brake pedals! 
•Adjustable steering column! 
•Ferrari-type steering vvheel! 


GAS. BRAKE. AND SHIFTING. PLUS EVERY STOCK CONTROLLER FEATURE BUILT IN! 


THE POWER WHEEL BRINGS RACING GAMES TO LIFE. WHY DRIVE WITH ANYTHING LESS? 


IT'S THE RICHT TOOL FOR THE JOB. 

FOR INFORMATION ON THE FULL LINE OF GAME SOURCE 



PERIPHERALS OR TO ORDER CALL 


FAX 212-279-6760 


EAME SOURCE 







FREE OFFER! JOIIM THE ^ 

GAME CAVE CLUB! 

FOR A FREE MEMBERSHIP FILL OUT THIS FORM 
AND SEND IT IN! YOU’LL RECEIVE... 

• A $10.00 OFF MAIL-IN COUPON 

• A GAME CAVE CATALOG, AND MORE! 


NAME & AGE 

ADDRESS_ 

CITY_ 


STATE & ZIP_ 

PHONE # ( )_ 

MAIL 10: GAME CAVE 421 E. HUNTINGTON DR. MONROVIA CA. 91016 


We’re Big Enough tomdmit it 


Rock!! 


Game Cave is the first ever full-scale import game and related merchandise center. You’ll find the latest import 
games tor the Sony Playstation, Sega Saturn and Nintendo 64, a complete line of domestic games, resin kits, 
related toys, game music, wall scrolls, apparel, anime, and 

peripherals all under one roof. When you call Game Cave, _ . ... . 

you’ll be greeted by one of our many expert sales people jS 

eager to assist you with your purchase. Leave those busy 5'*4. 

signals behind! Our state-of-the-art phone System assures 


Our goal is your satisfaction, each and every time you call. 
Bottom line: We want your business! Call Game Cave today! 


Visit Our Web Site! 


GF0004 


Register to win a 


• Order Online 

o 

• Online Catalog 

• Internet-Only Specials 

Drawing held bi-monthly; winner notified by mail. See site tor 



























SOUND VtRSION 


Wf 77VrW7TV*#'-V I 


DIRECT FROM JAPAN! 

These amazingly detailed action figures 
are sure to become a hot collectible. They 
are of the highest quality, include stands 
and weapons and are packaged beautifully. 
Hurry, quantities are limited! 


FIIMAL FANTASY 

SPECIAL OFFER: 


RANMA 1/B 

SPECIAL QEFE 


EVAIXIGELIOIM FANS 


F Large Rei Ayanami kit 

17 inches tall. Constructed with Poly 
resin. Comes fully assembied and 
hand painted with extreme detail, with 
anodized clothing 
& shadow effects. 

Sold in japan tor 
$250-$300 


STAND NOT INCLUDED 


MUSIC CD & POSTER MUSIC CD & WALL SCRÖLL 


$ wêêêê ■h A r* Get ’em hoth: 

# y O Ramna Best 
m !TT) Collection music 

m CD and wall scroll 

tor one great 

Package Special! price! ($50 value) 


PURCHASE FINAL 
FANTASY VI 
ORIGINAL 
SOUNDTRACK 
(TRIPLE DISC) 
PLUS POSTER 


Package Special! 


DRAGON OUEST Dl 

SPECIAL OFFER: 


SECRET OF MANA 3 

SPECIAL OFFER: ■mf 


Small Evangelion kits 

8-1/2 inches tall. Constructed with 
Poly-Resin. Comes painted and fully 
assembied. 

Sold in Japan for $150-$175_ 


STAND NOT INCLUDED 


Get The Game & Music CD Get The Game & Music Cl 

Mana3 lo,Ihe OQ95 SK5S 51 1 

Simer Farmnnm i ! / / V : I never see a uo ■ I 

release, plus the | 

music CD tor one a $150 Value! 

great price. 


a $150 Value! 


\ FINAL FANTASY VII 


IT’S LIKELY THE FINEST VIDEO GAME 
EVER CREATED AND IT’S AVAILABLE 
RIGHT NOW AT GAME CAVE 


SPECIALS ARE LIMITED TO STOCK ON HAND. AND IN MOST CASES QUANTITIES 
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL 
RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE NOT 
COMPATIBLE WITH NEWER SYSTEMS, CALL POR INFO. SHIPPING AND HAN- 
OLING ARE EXTRA CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO 
CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE 


Visit Our Web Site: www.gamecave.com -—- 

TT™ 1-818/930-1300 ^ 

- Call Tall Free f Far Orders anly: f-flflfl/fiamefave C.O.D. 1 4 















THE LATEST NINTENDO 64 TITLES FRO 


nPüP 


TUROK DIIMOSAUR HUl\ITER [USJ 

THE BEST N64 GAME TO DATE IS AVAILABLE NOW! 
COUNTLESS HOURS OF IN-YOUR-FACE ADVENTURE 
GAMING AWAITS! 


k STAR FOX B4 

THE SHOOTING EVENT OF 1997 FOR THE NINTENDO 64 ARRIVÉS IN JAPAN THIS APRIL. 

CALL NOW AND PREBOOK YOURS. QUANTITIES ARE LIMITED. 


)U'GÓT THE SHOTOIIN' 


DOOM B4 tUSJ 

ALL NEW FOR THE N64. THE GREATEST 

DOOM EVER !! 


YUKE YUKE TROUBLE 
MAKERS 

ENIX’s MIND-BOGGLING PLATFORMER 
(BY TREASURE!) WILL BLOW YOU AWAY! 
AND IT’S COMING SOON! CALL FOR DETAILS. 


UWIVERSAL WE4 COWVERTER AVAILABLE l\IOW! 


with the purchase of any N64 title 


ACTION 

MDK 

SWAGMAN 
RAW PURSUIT 
SPIDER 
BATTLE SPORT 
INDEPENDENCE DAY 
THE DIVIDE 



ADVENTURE 

TAIL OF THE SUN 

ROLEPLAYING 

SUIKODEN 

RACING 

RALLY CROSS 



ROAD RAGE 
RED ASPHALT 


SHOOTING 

TENKA 

X2 

SPORTS 

JIMMY JOHNSON NFL 97 
NBA SH00T0UT 97 
NCAA BASKETBALL: 
FINAL FOUR 

FIGHTING 

SOUL BLADE 
CLAYFIGHTER 3 
PSYCHIC FORCE 


FATAL FURY REAL BOUT 


ACTION 

MEGAMAN 8 

DOOM 

THE CROW 

CRIME WAVE 

C0NTRA1EGACY OF WAR 

ROLEPLAYING 

MAGIC KNIGHT RAYEARTH 



ADVENTURE 

PROJECT OVERKILL 
VARUNA-S FORCES 


SHOOTING 

PROJECT X 2 
RACING 

DESTRUCTION DERBY 



FIFA SOCCER 97 
NHL 97 


ACTION 

TUR0K:DIN0SAUR HUNTER 
BLAST CORPS 
CLAYFIGHTER 3 


SHOOTING 

DOOM 

SPORTS 

NBA HANGTIME- 
AVAIL.NOW 

RACING 

MARIO KART 64-AVAIL 
NOW 



COMING SOON 
APRIL-JULY 
MISSION IMPOSSIBLE 
BODY HARVEST 
KIRBY’S AIR RIDE 













Creatïan Of Heaven & 

SPECIAL OFFER: 


$7095 


a $110 
Value! 


AN EPIC EXPERIENCE FROM 
ENIX! RE-LIVETHE MAGIC! 

Get Creation Of 
Heaven And Earth for 
the Super Famicom 
only at Game Cave! 


Sailor Maan COlICCtdblC SpCCidl 


Feed your Sailor Moon fetish with these iife-like garage kits. Usagi, Ami, 
Chibiusa and many more to choose trom! Call for details. 

Kits are unassembled and require painting. 

Your choice of any Sailor Moon Resin Kit 
pictured above and get a tree Sailor Moon 
laminate poster and deck of Sailor Moon 
playing cards, all for one great low prieel 


W 5 


$90+ 
Value! 

Kits require assembly and paint 


DECORATE 

YOUR 

WALLS WITH 

BEAUTIFUL 

ANIME AND 

GAME 

RELATED 

WALL 

SGROLLS! 

$2495 


RPG classic SFAM titles 

Get all your epïc RPG classic SFAM titles 
at the Cave! front $64.95 - $33.95 

Final Fantasy V - Square Bahamut Lagoon - Square 

Secret of Mana 3 - Square Front Mission - Square 
Romancing Saga 2 - Square Creation of Heaven & Earth - Enix 

Romancing Saga 3 - Square Tales of Phantasia - Namco 

Dragon Quest III Reprise - Enix Star Ocean - Enix 
Dragon Quest VI - Enix 


Square Game Music Special 
WE HAVE ALL OF THE BEST TITLES TO CHOOSE FROM! 


Buy two or more music CDs trom our Final Fantasy, Chrono Trigger or 
Secret ot Mana collection and get $5.00 off your CD Purchase! Hurry, 
supplies and selection are limited to stock on hand. 


AIXIIME! 

ALL OF THE BEST TITLES TO CHOOSE FROM! 
ENGLISH DUBBED OR JAPANESE DIALOG. 


GOLDEN BOY, 
MEMORIES, 
SUIKODEN, TOSHINOEN, AND 
MORE! 


Secret of Mana 


Final Fantasy VI 


f4995 $4995 


These kils require assembly and painl 


Back by popular demand! The first time we 
offered this fantastic value, the response 
was so overwhelming we couldn’t keep up 
with the demand. We made a deal with the 
factory and now have 
1000’s of Goros ready for 
immediate delivery, Call Now! 


Ready for immediate delivery! 

GORO! Resin kit comes 
fully assembled and ^ 
painted, stands 
a towering 11”x13” 
over a $150 value 
(Includes stand) 


Sarah 
Resin Kit 

Easy to 
assembie and 
paint. A great 
beginner kit! 


EIJI 

Resin Kit 

Toshinden’s 
leading man! 


GAME CAVE CARRIES A FULL LINE OF RESIN KITS. ASK 
ABOUT YOUR FAVORITE CHARACTERS. KITS CAN BE 
SPECIAL ORDERED. CALL FOR DETAILS! 


BUY 2 GET *5 OFF! 


SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUANTITIES 
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL 
RIGHTS RESERVED. IMPORT PLAYSTATION AND SATURN GAMES ARE NOT 
COMPATIBLE WITH NEWER SYSTEMS, CALL FOR INFO. SHIPPING AND HAN- 
DLING ARE EXTRA CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO 
CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE 


Visit: Our Web Site: www.gamecave.com - 


i Xïl-818/330-1300 

- Call Tall Free f Far Orders only: 1-888/Game tave C.O.D. 
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FEED YOUR US SATURN SOME IMPORT POWER!! THE BEST SS GAMES ARE IN THE CAVE! 


GET SAILOR MOON-S, 
THE NEW RENDERED 
FIGHTER, AND SAILOR 
MOON WALL SCROLL. 
a $95 Value! 


EillME Oi 


r ’9E SPECIAL! GETTHE 

IMPORT SATURN KING 
OF FIGHTERS ’96 
WITH RAM CART AND 
SAMURAI SHODOWN 
3 FOR ONE LOW PRICE! 


Bin/y 


CHBliENÜÈR 


7 fjeptune 


'OMA i.AKA2mi 

i 1 I iÜ 'k 


Ai 


2 GAMES! 

14095 


Package Special! 


. P a $169.95 value 

ASSAULT SUIT LEYIMOS B 


SHIIÏIIIXIE THE HOLY ARK 


ACTION 

DIEHARD ARCADE 
ELEVATOR ACTION 


AIRS ADVENTURE 
TERRA PHANTASTICA 
STRATEGY 
EVANGELION 2 


THE LONG AWAITED RPG FROM 
THE MAKERS OF SHINING IN THE 
DARKNESS HAS ARRIVED. EXPE- 
RIENCE THE ULTIMATE ROLE 
PLAYING ADVENTURE. 


GUNDAM SIDE STORY 3 
SHOOTING 
ASSAULT SUIT 
LEYNOS2 
MACROSS 


THE MUCH ANTICIPATED SEQUEL 
HAS ARRIVED! EASILY ONE OF 
THE BEST 2D SS GAMES YET 
SEEN. IT’S AWESOMEM 


M! ff ■■ W GEmfll 


BLAST WIND 
SENGOKU ACE 
SEXY PARODIUS 
SPACE INVADERS 
THUNDER FORCE 
GOLD PACK 2 
FIGHTING 
WAKU WAKU 7 
ADVANCED 
VARIABLE GEO 
ACTION/ADV. 
WELCOME HOUSE 2 


CAPCOM’S FIGHTING PROWESS 
MEETS THE MECHANICAL AGE! 
DON’T MISS THIS ONE! 


THIS SIDE-SCROLUNG SHOOTER 
NEEDS NO INTRODUCTION. YOUR 
VALKYRIE AWAITS! 


MANX 


WAKU WAKU #7 


YOU CAN PLAY IMPORT GAMES EASILY ON YOUR US 
SATURN WITH A CONVERTER. CONVERTER $19.95 
WITH GAME PURCHASE 


X0H30 


EIÏIEMY 

ZERO 


LAURA RETURNS, 
BUT THIS TIME IN 
THE MOST STUN- 
i NING SATURN 
• FMV EVER! REAL 
r TIME DUNGEONS 
BRING THE 
ACTION TO LIFE! 


FROM THE FOÜKS AT SUNSOFT WHO 
BROUGHT YOU GALAXY FIGHT, IT’S 
WAKU WAKU 7!! AWESOME ART 
AND ANIMATION + BURNING TUNES 
AND COMIC RELIEF! 


AM2 S ROAD RACER WITH NO 
EQUAL. THE SS VERSION PRO- 
VIDES ALLTHE THRILLS OF THE 
COIN-OP! 
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WILD ARMS 


SPEEDSTER 


$64.95-$79.95 
ACTION 
DORAEMON 2 
HERMIE HOPPERHEAD 
SHOOTING 
RAY STORM (30) 

TSU KURU (MAKE YOUR OWN) 
GALEOS (30) 

SEXY PARODIUS (20) 

TIME CRISIS (GUN/SHOOTING) 

FIGHTING 

WAKU WAKU 7 

BATTLE SABER 

TOBAL 2 (SPRING) 

ROLE PLAYING 
RAGNA CURE 
ACTION/ROLE PLAYING 
BIO HAZARD 2 (SPRING) 
KOWLOON’S GATE 
STRATEGY 
TACTICS OGRE 


MAMI QUALITY POLYGONAL 
HTING WITH AN ANIIVIE LOOK 
D FEEL! 


F o r p r i c e 

1ACROSS-OIGITAL MI55ION 
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OKAY, ROOKIE. LISTEN UP. YOUR 
616 IS TO RESCUE A HOSTAGE AND 
KICK SOME TERRORIST BUTT. 


USEWHATEUER IT TAKES: MACHINE 
CUNS, MISSILE LAUNCHERS. FLAME 
THROWERS, BROKEN ROTHES. 


6RAB A PARTNER IN TWO PLAYER 
MODE AND DOUBLÉ TEAM YOUR 
WAY OUT OF HELL. 


SEGA SATURN 


Die Hard :,/ ' 1988, 1997 Tvygptieth Century Fo* Film Corporation. Alkights reserved. Sega is registered 
in .the U.S. Patent Office arfü Trademark Offic#. Sega Saturn is a trademark of Sega. '< )1997 Sega. 


PLAYERS 


INTERACTIVE 












